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„| explanations and special situa- 
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LETTERS 


Dear Pete, 
I was very surprised to see a 


| Shogun replay so soon in. 


': Battleplan! Congratulations on 


> 1. your win! I have several reasons. 

- [| for writing you today, all relating - 
-k to. MB's Gamemaster Series. I. - 
-F want you to know that the articles . 


in issues 3 and 4 have done a lot 


-| here at MB to reinforce the fact - 
„|. that there is some real support. out. 


E there for our Gamemaster line. - 


Simulation often has. to be 
lots: of 


tions. Having worked at MB and 
at TSR, it is my experience that in 
boardgaming as well as in 
roleplaying, the social interaction 
between players is what makes an 
evening or a weekend most 
enjoyable 


Thank you for telling your 
readers about the 2nd Edition 
rules for Axis & Allies . 


the first edition rules and decided: 
to make some clarifications 


In Battleplan issue 4, there is 
an article on Fortress America by 
Christopher Miller. Chris is in the 
"the Americans can't win" camp. 
He claims that the game is un- 
balanced because there is a 5 unit 
per territory limit and that more 
than one territory can attack at 
the same time. So he has found 
that this results in a «defeat 
for the US. However, later in his 
statement he says that another 
option for restoring balance to the 
game is, "to allow partisans to pop 


up in ungarrisoned territories; one- 


per territory." I went to page 9 of 
the rules where it states 
| "reinforcements can be placed in: 

unoccupied enemy-controlled ter- 
ritories (except city territories). I 
wonder if Chris is playing the 


We had . 
received hundreds of letters about - 


game right? A major strategy of 


the American player is to let. 


ungarrisoned territories adjacent 


to cities, take the cities, and geto 


lots of extra partisan cards on the 


next turn. 


| Another of Chris” suggestions 


is to eliminate the southern 
invader from the game altogether! 
l guarantee that a competent 
American player will NEVER lose 


such a game, even with bad luck. 


In summary, it looks like 


| Chris is playing with a weak 

t v American strategy fueled by 
| ;; (mistaken) inability to introduce 

MS ^s the. designer of Fortress - . partisans behind enemy lines. 

E V America ahd Shogun, it is gna uc cs 

“| couraging to hear that gamers are `. 
;| taking. these games-for what they - 
|" are--easy to get into and playable. 


i On the issue of Fortress' game 


,. balance, the jury is still out. Of the 


60 games we sold at ORIGINS 86, 
we got 42 responses to our 


questionnaire. 22 players said 
that they felt the game was 


balanced, 11 said that the 
invaders always won, and 9 said 
that the US always won.... I think 
the controversy is great! And for 
those who are dead sure that they 
are right, there is a section in the 
rules called 'BalancingFactors.' 


Shogun is another matter. It is 
a very emotion-filled game. You 


really have to know your 


opponents to play well. I'd like to 
clarify a few rules that players 
have asked me about.... 


Michael Gray 
Designer 
. Milton Bradley 


Editor: Sorry, but that will have to 
be in the next issue. Lack of space 
and all that. Don't you love a cliff- 


hanger. No hate mail, please. I 
hate hate mail. 


If anyone has any question about 
the Gamemaster games, write to 
Michael Gray, Milton Bradley 
Company, 443 Shaker Road, East 
Longmeadow, 01028. . 


Dear Sirs, 

I have just received my second 
issue of Battleplan (43). I WANT 
this magazine! There is certainly 
a place for this magazine in the 
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industry. For veteran gamers 
with dozens of titles, Battleplan 
may be the most useful magazine . 
on the market. Battleplan sparks | 
new interest in older titles which 
may have been shelved for quite 
some time, and brings us back to 


Sincerely yours, 
Christopher Miller 
Edmonton, Alberta 
Canada 


Editor: Well put. Now, this is. á 
sample of exactly the kind of. letter. mm 
we're looking 5 : q- 


Dar Sir: | T 

What's with the "new y look" in 
wargaming, first the G.I. Jane 
calendar from Victory Games and 


now the Sargette on the cover of |. . 


Battleplan #4? There's nothing | 
wrong with sexy drawings, they 
just have nothing to do with. 
wargaming. If the typical lonely. 
guy' wargamer wants female 
companionship he'll probably buy 
a girlie magazine, which has real 
photos and shows more of the good 
parts. Do you expect wargamers to. 
buy or recommemd a game or. 
magazine based on this art? 


Please concentrate on the. 
wargaming, which you do so well, | 
and leave the sexy drawings. to i 
Playboy and Penthouse. 


Editor: I tend to agree with you, 
and, as a matter of fact, I think the 
Sports Illustrated swimsuit issue 
is pretty silly. The cover was for ` 
fun, and it was that. On the other : 
hand, our distribution manager, 
Joe Isuzu, says that this issue sold 
thirty million copies. 


Well, I, myself, never read edi- 
torials, but if you do, I really 
appreciate it. There are many 
more letters to print, and I'll get to 
most of thém. Keep those cards 
and letters coming, hang by your 
thumbs, and write if you get work. 


E 


Pete 
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In 1944 the German situation was becoming desperate. Both 
fronts were crumbling, and the losses suffered in men and 
material since the beginning of the war were becoming im- 
possible to make up. 


One hope was that an all-out effort against the Allies in the 
west would force the British and Americans to fall back and 
regroup, thus relaxing the pressure on the western front which 
would enable the Germans to concentrate on the Russian front 
once more. | 


That gamble would come to be known to the Americans as 
**The Battle of the Bulge." 


In the east the order of the day was to hold at all costs until 
the time when a new, strong offensive could be mounted. Each 
river and strongpoint had to be defended to the last. The Oder 
River was one of these. 
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HOLZTHUM, BELGIUM, DECEMBER 16,1944; - 

In the early hours of a cold, foggy morning the 26th 
Volksgrenadiers, who had stolen : a march on the troops: 

on either side of them, moved up through the woods . 

and contacted the American 101st Division’sforward =. ...- 
outpost at Holzthum. their objective is to. crush. the uS oe 
the opposition and reach the. stone bridge over: nthe: Clerf f$ Pine 
River. WJ. 


Board ME ; 


VICTORY CONDITIONS 
The Germans win by exiting eight units (excluding leaders) 


off ofthe Southern Edge of board 3. The Americans win ud 
avoiding these German victory conditions. 


Either side wins by causing the other side fifty percent 
casualties, excluding leaders. 


TURN RECORD CHART 


Ezra: 


German moves first 


| MMG 
£& B12 | . 


r4 


"SPECIAL RULES All Winter rules are in effect. 
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LAST STAND ON THE ODER 
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THE ODER RIVER, RUSSIA, February 1944: As the 
: Eastern Front collapsed and the Russians advanced | 
towards the Oder, the Germans were forced to turn small 


villages into temporary strongpoints to be defended 
against numerically superior forces. 


At early dawn in February 1944 swiftly moving elements 

"of the IX Russian Army come upon elements of the VI SS 
Panzer Army situated in strong defensive positions ina 
town. Possession of this town is vital. 


Board 
Configuration 


VICTORY C ONDITION " | 
The side wins which possesses the majority of the nine buildings inside 


the circular road. Possession goes to the last unit to occupy, or move - 
through the pune. 


TURN l RECORD CHART- 


ON BOARD #3 


b A ONBOARD #4 © 3 — ONBOARD #4 . ON BOARD #4 
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RUSSIAN CAMPAIGN II 


Russian Campaign II 
Changes and Strategies 
by 
Art Kritzer 


Well wargamers, time to dust 
off your old and battered copies of 
Russian Campaign. John Ed- 
wards has presented us with a 
revised edition that will entice 
players to seek out new strategies 
and methods of play. the variant 
is published by International 
Simulations and sells for $3.50. 
For that you get a new set of die 
cut counters and a four-page rules 
booklet. You must have a copy of 
the Avalon Hill Company’s The 
Russian Campaign in order to 
play Russian Campaign II. 


„Before | talk of strategies let 
me explain some of the changes. 
First, say goodby to the variant 
rules and the alternative strategic 

. scenarios. As well there are no 
longer any German Airborne or 
Artillery pieces. the Afrika Corps 
counter.is also gone. Rommel is 
deemed to have stayed in Africa. 
The Hitler and Stalin pieces are 
no longer considered HQ's and 
move as normal units. ''he Stavka 
unit can now be replaced once a 
year. This can be significant 
because the Stavka counter has 
new capabilities. Anyway, we'll 
get to that later. 


I realize that these changes 
seem quite small and you are 
right! Now, let's talk about the 
real changes and forget about the 
chrome. Beginning in 1942 any 
defending unit can chaose to 


substitute a DR result in combat if 
a C or EX is rolled. What this 
essentially means is that enemy 
units are going to be a lot harder 
to eliminate. A player must attack 
at high odds to insure a kill. Smart 
players will try to make true 
'pincer and envelopment attacks 
to trap enemy units, rendering 
the ensuing retreats punishing. 
This new rule can be deadly when 
attacking units in the woods. 
Would you believe that a 3 to 1 
attack has a 66% chance of 
failure? And if you consider that if 
you play with all the optional 
rules, your armour can only attack 
wood hexes at half strength. The 
results are obvious. Bottom line is 
that if you are going to attack... 
AVOID wooded hexes. 


You breakout fans will like the 
changes in rule 16.2. Units that 
took part in 10 to 1 attacks are 
now allowed to move and attack in 
their second impulse. This new 
capability will tax the best of 
players because you will now have 
to plan your attacks much more 
carefully and  purposely. 
Conversely, this new option will 
give the Russians the 'shakes' 
since his defenses will be easier to 
penetrate. 


There are no sudden death 
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victory conditions in the game 
now. the catch is that the German 
player will automatically lose the 
game if he doesn't hold a 
minimum number of cities 
throughout the game. : 


By far the biggest change is 
the introduction of battlegroups. If 
Russian Guards, German Army, or 
SS units are eliminated in 
combat, a battlegroup survives. 
The battlegroup is then retreated 
two hexes by the attacking player, 
if he is able to. Further, a player 
may receive replacements where 
his battlegroup is located. Of 
further interest is an optional rule 
that allows German battlegroups 
to combine and be replaced with . 
previously eliminated units. As a 
reśult of this optional rule the 
German must be careful not to 
leave his battlegroups exposed to 
Russian attacks. They are inipor- 
tant. Frustrated German players 
will love this rule because it gives 
them a chance to. rebuild their 
shattered formations. 


Now... About that STAVKA 
unit. At certain times the Russian 
player will be allowed to declare 
an artillery barrage on Axis 
forces. However, there are certain 
restrictions and the STAVKA 
unit must be in range. The effects 
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RUSSIAN CAMPAIGN II 


of this barrage are the same as the 
Stuka attacks on the Russians. At 
last your Russian opponent will 


smile in delight as the Germans - 


get a taste of their own terror. 
This new threat will keep the 
Germans edgy as they will be 
forced to scan the board to seek 
the whereabouts of the STAVKA 
counter. 


> 
“EY RUSSIAN STRATEGIES 


In 1941 it is best that you play it 
safe. Since the Germans will be 
allowed to attack in the second 
impulse of an automatic attack, 
you must be careful not to leave 
your flanks exposed. You will not 
be able to defend everywhere in 
strength, so concentrate in the 
most threatened sectors. Use 
sacrificial units here and there to 
slow down the German attacks. 
Your cavalry and armored units 
will do great here because of their 
greater movement factors they are 
able to return to the action 
quickly when used as replace- 
ments. If you plan it right, you 
will be able to use these units over 
and over again as the game 
progresses. Try to build up a 
strategic reserve, and do your 
utmost to deny the Germans the 
woods west of Moscow. In 1942 
these woods are harder to take. 
During the first winter, strike 
hard at the German lines. 
Concentrate on ‘out of combat 
supply’ units. Commit your 
reserves, use your paratroopers. 
Be relentless, as this is your 
chance to get even, and more. Try 
to take out units that the German 
cannot replace in the next year. 


In 1942 your forces should be 
looking stronger and more numer- 
ous. Take advantage of your 
replacement superiority. Strike at 
exposed Axis units at all times. 
Above all, destroy as many 
battlegroups as you can. Keep in 
mind that any destroyed stack 
may only give way to one 
battlegroup. Try to concentrate 
on them if you can. Keep your 
armor and Guard units roaming 
-behind your lines to strike at 


those exposed stacks. If need be, 
force the Germans to overextend 
themselves by withdrawing into 
the interior of your country. Make 
each city a stronghold and always 
leave a few armored units on 
railway lines for quick transfers. 


From 1943 onwards, you 
should be planning pincer attacks 
whenever possible. Attack the 
flanks with as high odds as you 
can muster. Attack the mid-point 
with the least odds. This strategy 
will work to your advantage 
because a ‘safe’ German player 
will give way rather than take 
losses. This means that both 
flanks will retreat leaving the 
center stack open for a second 
impulse attack with no possible 
way to retreat. Should the 
German player stand fast he will 
take losses. Remember, a war of 
attrition is good for Russia. 


A good Russian ploy is to keep 
regular 6-3 units stacked with 6-5 
armor units. This way you will be 
able to advance in the second 
impulse and if need be, take the 6- 
3 as a loss if it’s required. This 


will also work with 5-3 and 7-4. 


units. The bottom line here is that 
even though you can afford losses 
you can only receive one armor 
and one Guards unit per turn, so 
let the regular army be the cannon 
fodder. Also, keep your 8-6’s and 
cavalry units roaming in the rear. 
This will force the Germans to 
spread out. Continue to attack ‘out 
of supply’ units whenever you can. 
Especially in the winter. Always 
keep one paratroop unit in 
reserve, as its mere presence will 
keep the Germans watching their 
rear. Also, threaten a Black Sea 
invasion. German units elsewhere 
is good for you. 


A final concern to the Ger- 
mans is the partisans. Keep them 
active at all times. Use them to 
block lines of retreat, cut supply 
sources, and block rail movement. 
Try to use them in conjunction 
with your paratroops. Forget 
Rumania and avoid Warsaw until 
it’s absolutely necessary. This 
delays German reinforcements 
until the last possible moment. 
Keep your battlegroups handy, so 
you will be able to rebuild new 
units exactly where they are 
required. 
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„| In 1941 your prime objectives 


should be to destroy as many 
‘Russian units as you can, capture 


| „your minimum required amount 


of cities and minimize your losses. 
All of this sounds too idealistic, 
'and simplistic, but with careful 


s | planning you should be able to 
„| accomplish your: goals. 
“| initial attack can make or break 


Your 


you. Use your Stukas to force a 
breakthrough. Don't be tempted to 
attack everywhere at once. It is 
better to surround and block the 
retreat routes of the Russian units 
not attacked in the first impulse. 
"They can be mopped up in the 
second impulse by your infantry 
units. Keep in mind that you are 
able to attack in the second 
impulse, so set up accordingly. 
Don't place your armored units 
where a second impulse move will 
be impossible or difficult because 
. of woods. Leave your tanks room 
to maneuver. Further, don't forget 
that any units adjacent to enemy 
"units in the second impulse will 
. not be able to move. Lastly, try to 
avoid areas where your units will 
‘be out of combat supply during the 
winter. To clarify, the area 
northwest of Moscow is open to 
- vicious Russian counterattacks in 
the winter... Avoid it! 


. By 1942 your Axis allies will 
. be making their presence felt. Use 
these units in conjunction with 
German units. Stack a weak 2-4 
or 2-3 unit with an attack. That 
way if there are any losses they 
will be there to take them. Also, 
make sure that you have a few of 
these weak units available for 
rear area duties. They can deny 
critical railway junctions to the 
partisans and their additional 
zones of control will deny the 
. Russians a potential paratroop 
drop zone. Don't, under any 
` circumstances, allow the Russian 
player the opportunity to attack at 
high odds any stack with one or 
more armored units. Since only 
one battlegroup will be allowed to 
survive per stack, it is sometimes 


better to place armored units side 


by side. That insures silere will be 
two battlegroups left if disaster 
strikes. 


From 1943 to 1945 the Rus- 
sian replacements will force you 


to fall back and take losses. You. 


can minimize them by making 
stands behind rivers, in cities, and 
in the woods. With the new rule 
that allows you to retreat rather 
than take losses you will often be 
tempted to do so... Don't! Take 
stock of your forces. If you can 
afford to lose a unit, lose it rather 
than risk a surrounded stack. An 
exchange might deny the Russian 
of the very unit needed to 
surround a vulnerable stack. 
Essentially, then, you must make 
the Russians attack as many 
doubled or. wooded positions as 
possible. Try to keep a mobile 
reserve ready to. counterattack in 
case the Russians get careless. If 
the Russians ignore Rumania or 
Hungary, concentrate on the 


defense of the Reich. Finally, 


treasure your battlegroups. Don't 
expose them to front line duty. 
They are your life's blood. Every 
saved battlegroup will pay 
dividends as the game progresses. 


OPTIONAL CHANGES 


The new rules tend to favor the . 
Germans. If the German is conser- 
vative and falls back to short, well... 


defended lines, the Russian will 
be lucky to reach Berlin due to the 
fact that the new rules allow the: 
Germans to continually deny 
battle and reform battlegroups. 
After eliminating a 3-6 and a 4-6, 
their battlegroups can reform to 
an 8-7 unit. Further, two elimina- 
ted 3-4 units will result in two 2-3 
battlegroups. these then form a 4- 
4 unit. Keep in mind that the 
Russians are not allowed to 
combine their battlegroups. 


To counter these advantages 
it is suggested that the Russians 
be allowed to set up second and 
move first in the 1944 scenarios. 
Allow the Russians to make three 
barrage attacks in 1944 and 1945, 


two maximum per turn. To let 
reason prevail, do not allow 205 
German units to form battle- 
groups. With these changes you 


„will probably have a better 


balanced game. Of course, if you 
don't agree, have the German 
units stand fast and recreat 
history. 


CONCLUSION 


For $3.50, this kit is à MUST for 
all true east front wargamers. 
Getting used to the new changes 
and strategies is challenging. And 
since it's your game, if you don't 
like the new changes... Modify 
them. Hope these options and 


ideas have helped you out, and 


peeked your interest. 
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ASSAULT ON 
SINGAPORE 


by 
JAMES E. MELDRUM 


During World War Two there 
were many daring, outrageous, 
. and patently impossible opera- 
tions developed by the belligerent 
powers. Some of these, like the 
Japanese attack on Pearl Harbor 
-were brilliantly successful while 
others like the Canadian landings 
at Dieppe were disasters. Still 
others like the German invasion 
of Great Britain (Operation Sea 
. Lion) never materialized. War- 
gamers are fond of situations like 
this because of the question of 
- "What If...” and of the opportuni- 
ties. Singapore, published in 
Strategy & Tactics, gives players 
just such a chance to simulate the 
invasion of Singapore -- both by 
land and sea. 


When the British built the 
fortifications and other: installa- 
tion at Singapore, the planners 
anticipated an amphibious inva- 
sion that never materialized. 
Because of the way the planners 
oriented the fortifications they 
seemed to indicate a World War 
One mind-set as though they 
expected the Japanese to advance 
straight into the mouths of the 
British guns as though they were 
a point of honor to do so. The 
Japanese, as history shows, had 
no such naive notions of honor (at 
least in this case). They learned 
their lesson the hard way when 
attacking the German fortifica- 
tions at Tsing Tao in China 
during World War One and 
suffered massive casualties. 
Consequently they did not wish to 
repeat this mistake and attacked 
Singapore from the landward side. 
The rest is history. 


Wrong-Way Bastion 


HISTORICAL 
INVASION 


This scenario simulates the 
historical invasion of the fortress 
of Singapore from the landward 
side. 


INITIAL UNITS 


BRITISH 
22 Aus* 1707; 27 Aus 1908; 6 Ind* 
1705; 15 Ind* 1705; 54 Br 1803; 55 
Br 1803; 12 Ind* 1805; 28 Gur* 
1805; FMSVF 2004; SSVF 2105, 1 
Maylay 1706. 


JAPANESE 
18th Div. (all units) 1507; Any 
two units of the 5th Div. 1608; 
Any two units of the 5th Div. 
1709; Imp. Gds. Div. (all units) 
1602. 


REINFORCEMENTS 
On assault pulse two the 
Japanese player may receive one 
tank regiment of his choice at full 
strength appearing in hex 1507. 
The British player receives no re- 
inforcements. 


SPECIAL RULES 
This scenario consists of four 
assault pulses. Any unit with an 
asterisk (*) appearing next to it is 
set up at reduced strength. 


OPTIONS 
1. The British player may try 
using rules 13.41-3 in any combin- 
ation. 

2. Either, or both players may 
use free deployment where they 
deploy their units as they wish 
except that they continue to be 
governed by rule 11.0. 


AMPHIBIOUS 
INVASION 


In this hypothetical scenario 
the invasion that the British. 


planned for is directed at Singa- 
pore. This scenario may be used to 
determine how successful a Japa- 
nese amphibious invasion would 
have been. | 


INITIAL FORCES 


BRITISH 
As in scenario one except that 
the British may deploy anywhere 
on Singapore. 


JAPANESE | 

As in scenario one except that 

all units must arrive in an am- 
phibious landing. 


REINFORCEMENTS 
The British receive no rein- 
forcements. On assault pulse two 


the Japanese may receive one 


tank regiment of their choice; this 
unit must arrive in hex 2105, 
which must be occupied bya 
Japanese unit. The arrival of the 
regiment may be delayed. 


SPECIAL RULES 
The scenario consists of four 
assault pulses. Any unit with an 
asterisk (*) is set up at reduced 
strength. Rule 11.2 must be used. 


OPTIONS 

1. Deploy all British units at 
full strength 

2. Add any single British tank |: 
regiment. 

3. Combine options one and 
two. 

4. Allow the British to use 
rules 13.41-3 in any combination. . 
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[ASSAULT ON SINGAPORE 


. OPTIONAL RULES 

The following optiona! rules 
are added to provide further 
variation and should be used only 


- with the consent of both players. until it is completely destroyed. DIE ROLL | "EFFECT 
This is accomplished by rolling a | 
1. British Sailors single die and consulting the 1-3 Causeway is decttoved 


This rule assumes that the 
Prince of Wales and Repulse were 
. sunk in the Johore Strait by 
Japanese midget submarines. 


2. Causeway Demolition 

The British player may 
attempt to demolish the causeway 
(inset map hex 1606) once per turn 


following table if there is 
an Allied unit in inset map hex 
1706. Demolition may occur at the 
end of each British movement 


DEMOLITION 
| TABLE - 


| BATTLEPLAN #5 


completely and may 
not be used by either 
side. i 


Their crews could have been used phase and may be repeated until 4-5 ` Causeway is destroyed i 
-in the defense of Singapore. Place the causeway is destroyed. | partially and may be: 
the 2 Maylay in hex 1705 to | . used only by Pny 
represent the crews. This unit | units. | 
may not leave Singapore Island. MED! 
RÓG p. MM. No effect; Osiidęwaj i is: 


i intact: 


| | MINIATURES. 
July 10, 1940, the Battle of France is over, and in the clear, summer skies over England, the Battle of Britain has 
begun. He-111's, JU-88's and DO-17's escorted by ME-109’s rise out of airbases in France and Germanyand head for 


the English Coast. There, waiting to meet them are Sate of British] Hurricanes and Spiifires. The dayi 18 bright and 
warm, the foe is sighted, the Spitfires dive... 


Relive this battle and many others with your own sets of Croissant Miniatures airplanes. These 285th 
| scale, single-piece metal planes are the finest detailed models on the market, 


For. more information contact: 


Croissant Miniatures : 
PO Box 510. Lakewood, CA 90714- 0510 


gr cali: (213) 496-1154 


Circle Reader Service #5 


« outstanding and in ‘all ‘ways ‘exceptional. 
They are extremely well researched and 
exceptionally sculpted,” : 

Review m The. M L P. of Gaming Magazine 

l ue a. _i_ Sept./Oct. 1986 
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TOP GUN IN THE MED 


TOP GUN IN 
| THE MED 


by 
James E. Meldrum 


FASA’s intriguing Top Gun 
air combat game may be used to 
simulate almost any kind of air 
battle between supersonic jet 
fighter aircraft. Because Top 
. Gun uses a relatively simple, 
quick-playing game system, 
several scenarios may be played to 
conclusion in an evening. A 
number of scenarios may be 
played in a series to simulate a 
campaign composed of several air 
battles - one such is included in 
the game. 


An additional campaign may 
' be based on Mission 7 from the 
Top Gun advanced rules section 
(Off the Flight deck) and can be 


played in an evening. The Mission - 


7 scenario reconstructs the dog- 


. fight fought between two US. 


Navy F-14 aircraft and two 


amounted to nothing, but what if 
the Libyans took advantage of the 
: incident to launch further attacks 
. on the US Sixth Fleet in the Med? 


A campaign game simulating 
a ‘protracted air battle between 


d . units of the Libyan Air Force and 
- US Navy air units'can be played 


: using the campaign rules given on 
page thirteen of the Top Gun 
. rulesbook. All campaign game 

rules are in effect unless otherwise 
- noted and all scenarios in this 
| article are played in the order 
given. All air units not personally 
. controlled by a player have a skill 

level of '0'. Libyan skill level is ‘2’ 
and US skill level is '4' unless 
| otherwise noted. 


|... The first scenario is Mission > 
simulating the initial action 
between US and Libyan airplanes. 
After completing this scenario, 
players remove all the forces from 


the map and proceed to the next 
scenario. 


. After completing Mission 7 set 
up and play Mission 1 from the 
campaign game included in Top 
Gun. Substitute four Mig-23s for 
the Mig-28s. As an option, the 
Libyan player may play this 
scenario without an acceptable 
loss restriction. All scenario rules 
from Mission 1 are in effect. at all 
times. 


The next scenario in this 
campaign game is a modification 
of the Mission 2 scenario from the 


regular campaign game. Here, 


three F-14s attempt to intercept 
two Tu-22s escorted by four Mig- 
22s. The F-14s use the highest 
victory point values given for US 
aircraft in the Mission 2 scenario. 


. Each Tu-22 is worth 30 points; 


each Mig-21 uses the Mig-23 point 
values. In addition, the Libyan 
player receives 10 extra points for 
exiting a single Tu-22 from the 


opposing map adge. All Libyan 
-planes have 15 turns of fuel. - 
Libyan Su-22s on August: 19, 
1981. Historically, this incident 


fuel. Both Mig-25s are worth 25 


points each while the F-15 is: 


worth 15 points and the A-6 is 
worth 20 points. Acceptable 
aircraft losses are one each. The 
US planes are placed within three 
hexes of the center of the map. 
Libyan pilot skill is three; US 
pilot skill is four. 


The final scenario in this cam- 
paign consists of a big dogfight. 
the bombing raids and anti- 
shipping strikes presented in 


scenarios two and three of this . 


campaign have obtained little 
actual results. The US recon 
mission in scenario four helped 
provide information of massing 
Libyan air units. Now, in the last 
scenario, US forces face some of 
the Libyan air units discovered on 
Libyan airfields by the recon 
mission. 


Climb: 1 


The Libyan player receives 
two each of Su-22s, Mig-21s, Mig- 
23s, and Mig-25s. The US player 
receives four each of F-14 and F- 
18 aircraft. All aircraft are set up 
on the opposing short map edges 
as each player desires. Each Su-22 


is worth 6 points. Mig 21s are 


worth 12 points, mig-23s are 
worth 16 points, and Mig-25s are 
worth 20 points each. The F-14s. 
are worth 18 points each and the 


 F-18s are worth 16 points each., 
All aircraft have 20 turns of fuel. | 


The Libyan Mig-25 pilot skill 
level is 3. Al! other Libyan pilots 
have a skill level of 2. Acceptable 
losses are three plànes for the 


. Libyans and four for the US. As 


In the fourth scenario two F- i an option, players may ignore 


14s and one. A-6 (representing an ` 
EA-6) are intercepted by two Mig- - 
25s. All aircraft have 20 turns of . 


acceptable loss restrictions and 
may, as another option, try hiding 
one type of aircraft. 
TUPOLEV TU-22 
“BLINDER” 
STATISTICS © . 


Type: 
Supersonic medium jet bomber 


Top End: 5 
Max. Acc/Brake: 1/1 
R Turns: No 


Manuever Restrictions: 
No (2-6), Yes (3-6) 


Missiles: 0 
Defense: 2 each chaff & flares ` 
Dive: 2 


Fuel: 20 turns 


. VICTORY 
IN 
EUROPE 


by 
James E. Meldrum 


Victory in Europe is one of Omega 
Games' first releases and deals 
with the final portion of World 
War Two in Europe, the Allied 
invasion of Nazi Germany. The 
game begins with the Battle of the 
Bulge and ends with the 
surrender of Germany in May, 
1945. The scenario included with 
the game does a reasonable job of 
simulating the historical cam- 
paign, but what about other alter- 
native outcomes of the Allied 
invasion of Germany? 


The first scenario pits the 


Allies against the Soviets in an 


effort to either drive them from 
Germany, or perhaps, from all of 
eastern Europe. The second 
scenario assumes that Germany 
wins the Battle of the Bulge and 


forces the western Allies to- 


conclude a separate peace with 
Germany. If this was the case, 
could the German army have 


gathered its forces and fought off 


the Soviet hordes and guaranteed 
the existence of a Nazi state in the 
| post-war era? This scenario may 
provide the answer. 


"Unless otherwise noted, all 
game rules including the rules for 


VICTORY IN EUROPE 


supply and logistics are in effect. 
The victory conditions are the 
same as in the regular game. In 
any situation where these variant 
rules or other variant material in 
this article conflicts with the 
original game rules, the regular 
rules will be used to resolve the 
conflict. 


 PATTON'S 
FANTASY 


This scenario assumes that 
soon after the Germans surren- 
der, hostilities break out between 
the Allies and the Soviets. One 
player plays the Soviets and the 
other the western Allies. 


Game length: 12 turns. 


Set up: All forces are set up in the 
indicated hexes. An asterisk (*) 
indicates that the unit is either a 
mechanized, armored, or HQ unit. 


J WESTERN ALLIES 


French: 6-6-4 (1122), 6-5-4* (1523) 
1-2-4*(1321) 


British: All air units (2), 7-6-4* 
(1307), 3-1-4*(1905), 1-1-4*(2305) 
6-5-4* (2406), 6-7-4 (2409), 5-5-4* 
(2210), 3-3-4 (0730), 2-1-4* (0728), 
5-7-4 (0827), 5-6-4 (0925), 6-6-4* 
(1024) „ ot 


United States: All air units (20), 

5-5-4* (0704), 4-4-2 (0705), 5-7-4* 
(0512), 4-7-4*(1112), 4-2-4*(1212), 
5-5-4*(1212), 5-5-4*(1213), 2-2-4* 
(1321), 2-1-4* (0929), 4-6-4 (1228), 
5-6-4* (1229), 5-5-4* (2024), 6-7-4* 
(2024), 4-6-4 (1820), 4-6-4 (1917), 
2-2-4* (2113), 6-8-4* (2314), 5-7-4* 
(2314), 6-7-4* (2311), 5-7-4*(2311) 


USSR: All air units (4), 7-15-3 
(5409, 4816, 2518, 2512), 11-23-3 


(2611), 9-19-3 (4019, 2630, 3019), 


6-4-4 (5310 x 2, 4911 x 2, 4917, 


2507, 2509, 2415, 2523, 2225, 


2028), 7-6-4 (2507, 2509, 2415, 
2523, 2225, 2028), 2-5-4 (3215) 
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Yugoslavia: 3-4-4 (1532, 1832, 
1834)' 


Neither side receives rein- 
forcements. However, both sides 
do receive replacements. The 
Allies receive 2 replacement 
points on every even numbered 
game turn. The Soviets receive 
one replacement point on turns 3, 
5,7,9, 11. 


Victory Conditions: Standard. 


Special Rule: Yugoslavia is an al- 
ly of the Soviets. As an option, 
Yugoslavia may be considered to 
be neutral, or perhaps as an Allied 
country. 


 GERMANS WIN 
BATTLE OF BULGE 


The Battle of the Bulge 
opened with the small numbers of. 
Ger|man jet fighters and bombers - 


. making attacks on the large 
Allied airfield complexes and -f 
troop concentrations with nerve | 


gas which caused catastrophic 
losses among Allied troops and ~ 
aircrews. The German airforce | 
found itself in a position of - 
relative parity with the Allied - 
airforces in the west and managed - 


to inflict heavy losses in air | 


battles over the western front. The 
German army managed to re-take 
Antwerp and cause a second | 
Dunkirk, pocketing most of the - 

surviving British forces. At sea, a 
nearly suicidal campaign by 
German submarines managed to | 
reduce the flow of supplies to ` 
Europe, causing Allied forces to 
curtail operations sharply, thus 
allowing the German army to | 
make impressive gains in | 
territory. The Allies had no other 


choice except to declare a cease [| 


fire and a separate peace. 


This scenario is basically a 
variation of the historical scenario 
with significant modifications to. 
represent a German victory in the 
west. 
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VICTORY IN EUROPE 


Set up: This game sets up as 
the original game except that all 
US, British, and French forces are 
removed. All German forces in the 
west and Italy are set up as 
indicated with the following 
exceptions: 


Italy: Place one 2-5-4 infantry 
unit in hex 1124 where it remains 
for the rest of the game. All other 
| units from the Italian front may 
.be placed on the Russian front in 
any position the German player 
desires. 


| Western front: Place 0-1-4 HQ 
units in hexes 1207, 1112, and 
| 1014; 2-5-2 infantry units in 1205, 
1007, and 0815; 1-3-4 infantry in 
0809; 1-4-2 infantry in 0616; 2-3-2 
infantry in 0711, and 2-3-4 infan- 
try in 0712 and 0813. 
-Of the remaining western 
| front units, remove one each 2-4- 
4, 2-5-4, 5-5-4 (armored), and 6-5- 
4 (armored), and one 1-1-4 HQ. 
These units are considered to have — 


NY: 1] Eost 33 Street, New York City, NY 10016 (212)685-3880 


been destroyed by the Allies 
during the offensive. As an 
alternative these units may be left 
in the game. All remaining units 
may be placed on the Russian 
front as the German player 
desires. 


Norway: Norway has bain 
evacuated by the Germans as a 
condition of the cease fire. The 2- 
5-2 NOR unit is deployed in hex 
0815. 


Transfer: A more realistic game 
feature places all the German 
units on the map as indicated, and 
then moves the units from the 
western and Italian fronts to the 
east using rail movement begin- 


ning on the January I game turn. . 


The units listed as being set up on 
specific west front hexes remain 
in place and may not transfer. All 
transfers to the east are subject to 
German rail transport rules. 
German mobile units in the 
west may be transferred to the 
east as static units become 


Adventure Game Headquarters 
Fantasy and Wargame Headquarters 


Please write e our free 32-page catalog: | 
The Compleat Strategist, Attn: Catalog Manager, 11 East 33 Street, NY, NY 10016 
Toll Free for orders only: 1-800 225-4344, Amex/MCIVisa, $10 min. 


MA: : 201 Massachusetts Avenue, Boston, MA 02115 
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available as reinforcements. 


Air units: The Goran player 
receives two air units and the 


Soviet player r receives three airj - 


units. 


Game length: 20 turns, starting ce 
with the. January I, 1945 tarne "le" 


Victory conditions: The. regular | 


game conditions are in effect |: 


except that condition #2 is nòt |- 
used. It is considered not to apply |: 
since Norway is evacuated by the 
Germans. In this scenario, the 
Germans may not win a decisive 
victory. In the case of a German 
tactical victory, ignore condition 
#2. In a marginal victory 
situation, the Germans should use 
conditions #1 and £3. > 8 


Reinforcements / Replacements: 
Both sides receive reinforcements 
and replacements normally exeept 
that no western allied units are 
used. 
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a DUR] WORLD IN FLAMES 
ADDED FUEL TO A 


by 
Ulrich Blennemann 
| and 
Dirk Blennemann 


World in Flames is a tremen- 
dously popular World War Two 
war game for which very few vari- 
ants have been produced. The 
following variants submitted by 
the Blennemanns are quite inter- 
esting, and realistic. 


23.0 Optional Rules 


23.16 East Africa and South 
Arabia off-map boxes 


Add the following boxes to the - 


European map: EAST AFRICA 
(IT). Climate is Subtropical, and 
contains Addis Ababa as city and 
one minor port) which connects to 
Suez, South Africa, Horn of Africa 
.and the Red Sea. 
SOUTH ARABIA (CW) (con- 
tains only desert hexes, and Aden 
as city and minor port) which con- 
nects to Arabia and the Red Sea. 


In every scenario, neither of 
the powers may set up units in 
EAST AFRICA and/or SOUTH 
ARABIA. Also, due to the limited 
infrastructure of this region, no 
strategic movement into, through, 
or out of EAST AFRICA or 
SOUTH ARABIA is allowed. 
Land and aircraft units that move 
into, or out of, EAST AFRICA or 
SOUTH ARABIA may not move 
any further for that turn. How- 
ever, they may still attack. 


| WORLD IN FLAMES 
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23.17 Paradrops 


To make PARA's a little bit. 
weaker and give them only their. 


historical significance, modify 
10.7.3.4 in the following way: 

All enemy controlled hexes 
are considered to contain an 


intrinsic defending unit with one ` 


combat factor whenever a PARA 
drops on that hex. This national 
defending unit only comes into 
play if there is no actual 
defending land unit in the 


. attacked hex. The intrinsic unit 


may not be subjected to a ground 
Strike mission. It may not move 


and receives no bonus for terrain. 


It cannot receive any ground 
support. In short, it defends at 
one (1) combat strength. Any loss 
('S”, "B", or “R” result) against 
the defender destroys the unit. 
The PARA is destroyed if it 
cannot destroy the unit. An attack 
by PARAs against an intrinsic 
unit does not count against the 
land attack limit of any power in a 
combined impulse. | 


23.18 Russian Fighter Force 
Pool Additions 
Because of the great supefior- 


ity of the Soviet Union in fighters 
and fighter-bombers in the last 
years of the Great Patriotic War, 
add the following units to the 
Russian Force Pool: 


I. Jan./Feb. 1943 


1 FTR with 4 factor air-to-air 
rating, 1 tactical faćtor and 
zero air-to-sea factor and stra- 
tegic bombardment factor. 


II. Jan./Feb. 1944 
] FTR with 5 factor air-to-air 
rating, 1 tactical factor and 
zero air-to-sea factor and stra- 
tegic bombardment factor. 


III. Jan./Feb. 1945 
] FTR with 6 factor air-to-air 
rating, 1 tactical factor and 
zero air-to-sea factor and stra- 
tegic bombardment factor. 


These additional units may be 
used in the following scenarios: 


26.6 Fascist Tide 

26.7 1941 Campaign Game 

26.8 1939 Campaign Game 

26.9 Decline & Fall: 1944/45 
Campaign Game. | 


1 22 
E ZE 


PAGE 17 


| VICTORY GAMES' 2nd FLEET 


attempt to retake Iceland and to 
pose an additional threat to NATO 
convoys. This surface force is built 
around the V/STOL Carrier Kiev 
and is supported by numerous 
other combat vessels. Fortunately 
for NATO, the nuclear-powered 
Battleeruiser Frunze was 
damaged during the approach to 
Andoya and is not available to 
augment this surface force. 
Additionally, six submarines are 
on hand to provide support for the 
surface force in carrying out its 
primary mission. 


Any attempt to retake Iceland 
can only be made after control of 
the surrounding ocean area is 
secured. 


Accordingly, SACLANT has 
ordered in a Carrier Battle Group 
from the British Isles Zone to 
eliminate the Soviet surface group 


and establish air/sea supremacy to 
pave the way for a future . 
amphibious operation to retake 
Iceland. This Carrier Group is 
built around the nuclear-powered 


dec ch 

uas aa; 02035 
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Victory Games Znd Fleet concerns 
itself with naval combat in the 


North Atlantic during the next. 


war. This game came out at the 
same time as Tom Clancy's 
outstanding novel of that conflict, 
Red Storm Rising. Together, the 
book and game can be combined 
for an interesting scenario. 


Scenario 10 
DANCE OF 


THE VAMPIRES 


Background: Operation Po- 
lar Glory has allowed Soviet forces 
to capture Iceland at the outset of 


DANCE OF THE 
VAMPIRES 


by 
Wes Shores 


the war in a surprise attack by a 
Guards Airborne Division which 
embarked on a disguised cargo 
ship. This was followed up by a 
squadron of MiG-29's which were 
flown into Keflavik to provide 
cover for T-26 Backfire raids 
against NATO convoys in the 
North Atlantic. These Backfires 
are based at Andoya, Norway, 
which was captured by amphib- 
ious assault and converted to 
Soviet use. À powerful Soviet 
Task Force has moved into the Ice- 


land Sea Zone to oppose any 


Aircraft Carrier Theodore Roose- 
velt (CVN-71) and includes the 
Cruiser Vincennes (CG-49), 
equipped with thé Aegis Air- 
Defense System. Other combat 
vessels include the Cruiser South 
Carolina(CGN-37), the Destroyer 
Moosbrugger (DD-980), and the 
Oliver Hazard Perry Class Frigate 
Davis (FFG-39). carrier Wing 1 
(see Scenario 7 for a description of 
this wing) is embarked on board 
the Roosevelt and is prepared for 
offensive operations. Three 
powerful ASW attack submarines 
are avallable to provide cover for 
the carrier group. The USS 
Newport News (SSN-750) and 
HMS Talent (S-115) will advance 
from the south while the USS 
Whale (SSN-638) will move out 
from the British Isles in advance 
of the Task Force. Land-based air 
support comes from the RAF with 
a squadron of Nimrod 
Reconnaisance aircraft from 
Stornoway and the RAF's 43 
Suadron (Tornados) and 12 
Squadron (Buccaneers) flying out 
of Wick. 
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VICTORY GAMES' 2nd FLEET 


MAP 
Use both maps in this scenario. 


SPECIAL RULES 


.1, US F18, A6, and S3 air units 


can make one SSM attack in 
the game. The F18 has an 
SSM Range/Attack value of 
1/30 (1/15 if the unit is 
damaged); the A6 and S3 have 

. an SSM Range/Attack value 
of 2/40 (2/20 if the unit is 
damaged). 


2. The air bases at Keflavik 
(1831) and Andoya (3313) are 
considered to be Soviet air 
bases and as such can only be 
used by Soviet units. The 
Close defense AA value for 
these bases is unchanged. 
Place a Destroyed Marker on 
Bardufoss (3411). 


3. Cruise Missiles are not used 
in this game. 


GAME LENGTH 
6 Game Turns. 


VICTORY CONDITIONS 
The Soviet player gains Victory 
Points as follows: 


| Victory 
Condition Points 
US CV RSVLT sunk +10 


Each NATO CGor SN sunk +3 


Each NATO DD sunk +2 


Each NATO FF sunk or 


INT/ATK unitdestroyed +1 
Each Soviet CV or CG sunk -2 


Each Soviet DD, FF, SN, 
or SS sunk -1 


Each Soviet air unit 
destroyed -1 


. If no Soviet surface units 


are located in the Iceland 


‘|. Sea Zone at game's end -5 


At the end of the game, the . 


Soviet player adds up his Victory 
Points and consults the following 
chart to determine the winner: ` 


Soviet Victory 
Victory Points Level 
28 or more Decisive 
22-27 Substantial 
15-21 Marginal 
10-14 - NATO Marginal 


6-9 NATO Substantial 


5 or less NATO Decisive 


DEPLOYMENT 


SOVIET 
(Set up first) 


Any sea hex in British Isles Sea 
Zone (can be in same hex): 
VFGNR (SN) & MGNIT (SS) 


Any sea hex in the North Atlantic 
Sea Zone (can be in same hex) — 
MKALN (SN) & PPSLV (SN) 


Any sea hex in the Iceland Sea 
Zone (can be in same hex) 
VOLGA (SN) & FKZLV (SN) 


Pechenga: 3605 
T95F (RCN) & T16D (RCN), 
I38 (RCN) i 


Together in any hex in the Iceland 
Sea Zone 
KIEV (CV), KURSK (CG), 
ZOZLY (CG), VRYAG (CG), 
SPRNV (DD), OBRSV (DD), 
OSMTR (DD), GRZIN (FF), 
DZHSK (FF) 


Kiev 
Y36 (INT) 


Andoya: 3313 
T16E (EW), T26 (ATK)x2 
M23 (INT), M25 (INT) 
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Keflavik: 1831 
M29 (INT) 


NATO 


(Set up second) 


Any hex in the British Isles Den 
Zone i 
WHALE (US/SN ) 


Any hex in the North Atlantic 
Sea Zone (can be in same hex) 
NPNWS (US/SN) 
: TALNT (UK/SN) 


Stornoway: 3334 | 
NIM (UK/RCN)x2 


Wiek: 3532 
TOR (UK/INT) 
‘BUC (UK/ATK) 


Together in any sea hex within 3 
hexes of Wick (3532) 

RSVLT (US/CV) 

SCLNA (US/CQ) 

VNCNS (US/CG) 

SPNCE (US/DD) 

MSBGR (US/DD) 

DAVIS (US/FF) 


F14  (USINT)x2 
F18 (US/INT)x2 
A6 (US/ATK) 

. EA6 (US/EW) 
S3 (US/RCN) 
E2 (US/AEW) 
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WILL WE EVER FORGET 
TO REMEMBER THE MAINE? 
by 


James C. Gordon 


The Spanish-American War 
marked the turning point in 
colonial history. An ancient 
empire, far iato its dotage, sought 
to hold back the tide of change 
while an infantile world power 
stumbled its way onto stage. À 
protracted guerrilla war and a 
dubious question of honor were 
trumpeted into a call for action in 
a young nation itching to find new 
opponents after conquering the 
North American continent. Span- 
ish rule over its few remaining 
eolonies was harsh and the local 
opposition resolute. The USS 
Maine did sink in Havana harbor 
and the U.S. response was 
predictable. 


Remember the Maine (S&T # 
108) simulates the naval and land 
campaigns from the late spring to 
early fall in the milesone year of 
^98. It is a game of long-range 
strategic planning and short 
term tactical maneuvering, with 


numerous challenges for both 
players. At 25 turns (5 per 
month), the campaign game can 


accomodate slow developing 
strategies while moving rapidly 
enough to maintain the interest 
level. 


The strategie map divides the 
Atlantic and Caribbean into zones 
for naval movement and identifies 
two dozen major, minor, and neu- 
tral ports. Four tactical maps 
center on Havana, Cienfuegos, 
Santiago, and Puerto Rico, with a 
small inset of San Juan. The 
counters include the individual 
named ships from battleships to 
gunboat level, plus flotillas of 
destroyers, torpedo boats, 
auxiliary cruisers, colliers, and 
merchantmen. Army units are 
brigades, regiments, battalions, 
and batteries of infantry, cavalry, 
and artillery. 


THE SITUATION 


At start, the Spanish have one 
squadron at Cadiz with ten ships 
needing extensive repair. The port 
can supply coal but the squadron 
is handicapped at sea until the 
reinforcement collier arrives on 
turn 9. In the Caribbean, the 
Cuba squadron has eight ships 
spread from Havana to San Juan, 
the largest a light cruiser and four 
in need of repair. Havana is the 
only ready coal supply source. One 
collier and six merchantmen 
deploy in the area, some with 
cargo. The only effective Spanish 
fighting force at start is the Cape 
Verde squadron of seven fast 
ships, fully coaled. The Spanish 
Army fields a sizeable number of 
units around the three Cuban 
cities, and in reserve, with 
another group defending Puerto 
Rico. 


The U.S.S. MAINE entering Havana Harbor. 


Inset: William Randolph Hearst who said, “TH furnish the war." 


The Americans deploy three 
fully coaled squadrons in Key 
West, Norfolk, and Boston. The 
first is the 2nd North Atlantic 
Squadron with 18 ships, including 
two battleships and a collier. 
Second, the Flying Squadron 
operates from Norfolk, also lead 
by two battleships. And the third 
group includes three vessels in the 
North Patrol Squadron. Unlike 
the Spanish, the Americans re- 
ceive substantial naval reinforce- 
ments, mainly at Norfolk begin- 
ning on turn 3. The first American 
ground forces mobilize on turn 3 
with more arriving through turn 
17, at Mobile or Tampa. Coal is 
available at four ports and the 
better repair facilities are on the 
East Coast. 
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The victory in Remember the 
Maine is a function of American 
success minus Spanish success. 
The U.S. receives victory points 
for capturing Havana (30), Cien- 
fuegos (8), Santiago (8), and San 
Juan (6), for sinking Spanish 
ships (1 victory point per hull 
factor), and for raiding the 
Spanish coast (1 victory point on a 
roll of 4-6). Points are lost for U.S. 
ships sunk, Spanish raids (-2 per 
turn) and bombardment of U.S. 
ports (-6 per turn), beachhead 
counters lost in combat (-1 each), 
and for cargo delivered to Cuba (-1 
per shipment). The final total can 
range from -6 or less for a 
Crushing Spanish Victory to 35 or 
more for the historical Crushing 
American Victory. 


U. S. NAVAL STRATEGY 

Initially, the opening moves 
by the Americans sets the pace for 
the campaign. America's primary 
objective early is to pursue, locate, 
bring to battle, and defeat the 
Spanish naval forces in the 
Caribbean. Later, the emphasis 
switches to supporting the 
amphibious assaults. From Key 
West, the 2nd North Atlantic 
Squadron sends the slow vessels to 
blockade Havana immediately, 
sealing the Spanish inside. A 
monitor, a cruiser, and three 
gunboats should be sufficient. A 
second group of two to three ships 
takes up position blockading 
Cienfuegos. The remaining 
monitors and gunboats screen off 
Manzanilla, Santiago, or Guan- 
tanamo. 


Another option is to blockade 
a.neutral port. Kingston is closest 
to Cuba making it the most 
attractive for the Spanish. 
Wherever they deploy, the 
blockading forces might not move 
for many turns, but their immobil- 
ity serves a necessary function, 
freeing the fast ships for patrols. 
The danger is that the Spanish 
squadron will slip past the fast 
patrols and confront the slow, 
relatively weak monitors and 
gunboats. 


Operations by the fast squa- 
drons form the backbone of the 
U.S. naval strategy. The Flying 
Squadron leaves Norfolk to chase 
the merchantman Panama in the 
Bermuda Triangle zone (not a 
good omen). That group should 
continue southeast to intercept, or 
at least shadow the Cape Verde 
squadron as it enters the 
Caribbean. The fast ships from the 
2nd North Atlantic Squadron 
should circle south of Cuba, 
angling toward the Spanish force. 
Ideally, the U.S. groups would 
converge and catch the Spanish 


A Rough Rider 
troop under 
fire. 


together. An ineffective search 
might allow the Spanish to reach 
Cuba unmolested. 


After the opening flurry and 
fox hunt, if the immediate 
Spanish threat has been 
eliminated the U.S. naval 
operations may then center on 
blockade. A static blockade is far 
from perfect and the Americans 
may have trouble stopping the 
Spanish merchantmen. The time 
to get the cargo vessels is early, 
before the U.S. Navy gets tied up 


with amphibious operations and 
countering Spanish sorties. Fast 
ships placed on search in the 
Windward Passage, Cayman 
Trench, and Yucatan Basin zones 
provide an extra layer to the bloc- 
kade. Strong groups can be built 
around the battleships Iowa, 
Indiana, and Massachusetts. The 
Texas has weaker gunnery and 
the Oregon arrives later, but both 
vessels can reinforce or replace 
the other three. 


The state of the Spanish fleet 
always influences the decision to 
Split the American forces. 
Stopping a few merchantmen is 
not worth the risk of possibly 
confronting a Spanish squadron in 
battle with a weak force. When 
the Cape Verde Squadron 
survives and reaches a port, the 
U.S. must deploy a strong 
blockading squadron, including 
battleships in order to maintain a 
combat factor advantage. À 
second strong group could still 
search for merchant-men while 
also serving in a support function. 


BATTLEPLAN #5 


PAGE 21 


REMEMBER THE MAINE 


Routine servicing of the fleet 
at sea is another major concern 
for the Americans. Fortunately, 
the U.S. collier fleet increases to a 
total of five counters. Unless the 
Navy chases the Spanish across 
the Atlantic, or loses colliers in 
combat there should not be any 
long-term shortage of coal. The 
difficulty is keeping the 
squadrons recoaled when they 
must conduct searches or 
blockades fas from U.S. ports and 
replenish them as they pursue 
their targets. Colliers run a 
shuttle system at times and a 
prudent player will keep recoaling 
the squadrons regularly. A collier 
traveling alone has only its speed 
for defense, but with five units the 
Americans have a margin for 
error. | A 


Auxiliary cruisers and mer- 


chantmen provide the ground unit 


transport; colliers may be used: 
but this is not prudent unless in - 


the case of emergencies. By turn 
number 10, enough U.S. Army 
units are available to mount an 
operation and the Americans 
must coordinate the movement of 
transports with the mobilization 
of ground units. Having the 
vessels at Tampa or Mobile when 
the Army is ready to move 
requires planning each operation 
with the next one already in mind 
in order to avoid stranding badly 
needed ground forces in the U.S., 
or at an objective after it falls. 
Fortunately, the transports are 
fast ships, enabling them to reach 
most objectives from the U.S. in 
two turns. 


Attacking Santiago first is 
good strategy for three reasons. 
First, the Spanish fleet is likely to 
seek shelter there, and capturing 
the city will force it into battle. 
Secondly, Santiago is further 
away than Havana and Cienfue- 
gos, leaving the more convenient 
targets for later when the 
Americans need to save a turn in 
transport time. Thirdly, after 
taking Santiago, the units may 
redeploy east to Puerto Rico or 
west to Cienfuegos with equal 
rapidity. 


Cienfuegos might be the 
objective for a second U.S. Army 
force once sufficient units have 
mobilized. Operating on a 
shoestring is not advised because 
it slows the campaign and delays 
the timing of redeployment of the 
forces involved, along with 
running a greater risk of failure. 
Often, by the time those two cities 
fall the Americans must skip San 
Juan and concentrate on 
Havana. The difference in victory 
points making the decision. 


Late in the game, time and 
resources permitting, the Ameri- 
cans might consider a sortie across 
the Atlantic to raid the Spanish 
coast. The chances for victory 
points are slim and the operation 


~-ean take five turns or more, for 


minimal returns. If the Spanish 
have any substantial fleet left in 


the Caribbean, a run to Cadiz can 


be dangerous. But when the only 
opposing ships are in Spain, a 
raiding force might draw them 
into battle. 


SPANISH NAVAL 
STRATEGY 

The ongoing problem for the 
Spanish Navy is repair. Even 
without allowing for battle 
damage, the fleet is in poor 
condition. Vessels in the Carib- 
bean need 6 repair points to reach 
full strength, the total number 
available for turns 1-4. Repairing 
the entire Cadiz squadron 
requires 23 points (14 more turns), 
plus 3 points (2 turns) to fix up the 
reinforcements. The Cape Verde 
Squadron is basically alone for the 
first several turns unless the Cuba 
Squadron risks a sortie. given the 
state of some ships it is 
recommended that one holds the 
Cuba force in port until the 
American blockade seems 
susceptible to attack. The Cadiz 
Squadron will not reach the 
Caribbean in real strength before 
mid-game at the earliest. 


Obtaining coal is the other 
problem. Moreso for the Spanish. 
By moving slowly, the fast Cape 
Verde ships will conserve coal, but 
their pace is one zone per turn. 


Some coal must be burned 
crossing the Atlantic deep sea 
zones. The lone collier in the | 
Caribbean is the San Augustin, 
and it starts with empty coal bins. 
Deploy the San Augustin at Vera 
Cruz or Kingston. These are the 
two ports nearest Havana where 
the ship must go for coal. Running 
the American blockade twice and 
then reaching the squadron 
elsewhere is not easy, but it must 
be attempted for the Spanish to 
gain any mobility. 


The Random Events Table 
does include some possibilities for 
providing the Spanish with 
unexpected coal supplies. Die rolls 
determine the port and the 
amount. By forfeiting two victory 
points, the Spanish can improve 
their chances of obtaining addi- 
tional coal. 


The Cape Verde Squadron 
will not rampage through the 
Caribbean and terrorize the 
American coastline unless it wins 
a resounding victory over the 
American fleet. Barring that 
unlikely outcome, avoiding an 
engagement against the combined 
American forces becomes 
essential. However, this is not a 
one-sided contest and the Spanish 
must be aware of opportunities to 
cause attrition within the | 
American forces. To escape, San 
Juan and Santiago are the nearest 
friendly ports, or shelter might be 
sought in a neutral port. Selecting 
one of the more centra, ports 
places the squadron in a position 
to take advantage of American 
confusion or misdirection of re- 
sources. 


At the same time, the Spanish 
must keep the merchant fleet 
busy moving cargo into Cuba from 
neutral ports. Kingston is closest 
and can be reached in one turn. 
Vera Cruz, Cartagena, Curacao, 
and Martinique are the other 
options. When faced by only the 
slow American gunboats, the 
Spanish cargo ships usually suffer 
only one or two attacks, including 
the mandatory gunfire at short 
range in each naval engagement. 
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The faster Spanish ships can pull 
away easily. Even though mer- 
-chantmen will be caught and sunk 
periodically, thinning out the fleet 
finally to extinction, the Spanish 
might gain 8, 10, or 12 victory 
points. The merchantmen will 
have then served their purpose. 


Sitting in a port is not a safe 
haven when that port is in Cuba. 
American ships can not enter 
neutral harbors but they can fight 
their way into major Cuban and 
Puerto Rican harbors. The shore 
batteries, harbor mines, and 
torpedoes are a deterrent, but the 
port cities can fall to the 
Americans, forcing a Spanish 
sortie. This sortie can have devas- 
tating effects for both sides. 


The Cuba Squadron operates 
as a spoiling force, hitting the 
Americans when the cream of the 
fleet is busy. The cruiser Alfonso 
XH and four gunboats in Havana 
harbor can hold their own against 
the American monitors and 


gunboats, once they are repaired. 
If the Cape Verde Squadron 
makes a break for Havana than 
the ships inside can sortie in 
support. Otherwise, hold the Cuba 
Squadron in readiness for further 
developments, such as the 
appearance of the Cadiz Squad- 
ron. 


In the distance, the Cadiz 


Fleet slowly recuperates from 
years of neglect. The Spanish 
might concentrate on the fast 
ships first and put together a force 
of cruisers, gunboats, and torpedo 


E 


boats that can reach Cuba 
quickly. repairing the entire 
Squadron might take another four 
or five turns. The slower ships 
include the battleship Pelayo and 
three cruisers which will be useful 
in bombarding the American 
coast, or else in a surface 
engagement. 


T'he other consideration is to 
transport a new army to Cuba 
(drawn from the eliminated pile) 
with the hope of thwarting the 
American conquest. Waiting for 
this new army to be formed gives 
the Spanish time to repair the 
fleet. Then, Spain has the option 
of moving with a fast-squadron or 
a slow one. Optomistic players 


might send the new squadron 
across the Northern Atlantic to 
bombard or raid the East Coast 
before turning south to deliver the 
ground forces to a Cuban port. 
They could expect a major 
confrontation with the combined 
American fleet somewhere along 
the way, especially with a slow 
squadron making a leisurely pace. 


NAVAL TACTICS 

The limited number of the 
squadron markers affects the 
Americans more because they 
must operate in more places at the 
same time, as they must conduct 
patrols, make amphibious as- 
saults, set up or move blockades. 
The danger lies in tying up all of 
the squadron markers and then 
seeing the Cadiz Squadron set sail 
for the American coast. try to keep 
one squadron marker free at all 
times, or else designate one group 
as the ready reserve to deal with 
the unexpected threats. Spain has 
fewer active units and objectives 
most of the time so the marker 
shortage is less of a problem. 
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Prudence dictates keeping the 
Cape Verde force together but the 
Cadiz Squadron might sortie in 
more than one port. 


In combat, the American 
forces will usually have the 
advantage at long range, based on 
heavy ordnance of the battle- 
ships.The Spanish can not match 
the American pre-dreadnoughts, 
but several cruisers can hold their 
own against their American 
counterparts. Also, Spanish ships 
fight better at short range using 
light gunnery and torpedoes. 
Eleven Spanish ships carry tor- 
pedoes. Contrast this to the 
American's torpedo carrying ship. 


A 'fast' squadron has a better 
chance to determine changes in 
the range and that advantage can 
be used offensively or devensively. 
the Americans might seek to 
increase the range when battle- 
ships are involved while the 
Spanish try to close in for torpedo 
runs. Also, the faster squadron 
can pull ahead by the length of one 
vessel and use angled fire against 
the lead ship in the opponent's 
battle line. The longer battleline 
can use angled fire against the 
last ship'as well. 


A single damage point reduces 
the ship's speed by one factor, 
turning some fast ships into slow 
ones. This, in turn, can slow down 
the entire squadron. Repairing a 
ship to the maximum makes it 
more valuable when it returns to 
duty, but this means extra time in 
port and this may be a real 
problem as units might be needed 
for operations regardless of their 
condition. If a unit survives 
combat heavily damaged it might 
be useless the rest of the game, 
although victory points are saved 
if the ship 1s not lost completely. 
Once the American ships start 
taking damage the decision must 
be made whether to leave it on 
station or send it back for repairs. 
The only rule of thumb is to 
protect the heavily damaged ships 
from combat and keep the battle- 
ships as healthy as possible 
because they can decide the naval 


SPORNA AUR: SERRE 


The OREGON overhauling the VIZCAYA and the CRISTOBAL COLON, 
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the last of the Spanish fleet, at Santiago, July 3, 1898. 


issue in a campaign. 


THE LAND WAR 

The other half of Remember 
the Maine is the land campaign, 
fought in four separate areas. 
Once the Americans are ashore 
speed is of the essence to avoid 
yellow fever attacks. Also, a quick 
capture of an objective may pre- 
empt some Spanish reinforce- 
ments. Further, a quick victory 
frees up the troops for action 
elsewhere. On the other hand, the 
Spanish want to drag the battles 
out for as long as possible. 
Perhaps, even winning here and 
there. 


Spanish deployment must 
consider the terrain advantages 
and garrison requirements. Santi- 
ago has three hexes and a trench 
line surrounding the city to 
bolster the defenses. San Juan 
Hill lies nearby (hex 3117). For- 
tresses and batteries guard both 
sides of the harbor mouth (hexes 
2621 and 2721) and should be 
garrisoned. There are heavy 
woods to the east of the city and 
hills along the coast west of the 


harbor which could be held by one 
unit. The city, itself, can be 
attacked from eight adjacent 
hexes and deploying some units, 
plus the reserves, in the woods 
and hills surrounding the city 
adds an extra buffer zone. 


A good American attack is the 
historical one in which the 
Americans land east of the harbor 
and use the woods for cover. Take 
San Juan Hill as it provides a 
good vantage point. 


Cienfuegos presents a differ- 
ent problem due to the fact that 
the city has only one hex, making 
a tighter defensive position. It's 
approachable from only three 
sides. A single fortress and 
battery guards the harbor and it 
should be garrisoned in order to 
prevent free entry to the 
Americans. The maximum should 
be placed in the city and the 
remainder used to guard the 
approaches. 


The Americans might attempt 
a harbor entrance at Cienfuegos, 
especially if the battery can be 
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taken out and if they have both 
beachhead counters available. 
After an initial landing west of 
the harbor, American forces can 
take the battery, giving the Navy 
access to the port. One group will 
fight overland while another 
takes a shorter route to threaten 
the city sooner. Splitting an 
attacking force is always a risk, 
but a poorly garrisoned objective 
makes an attractive target. With 
the Cuban guerrillas helping to 
screen the Spanish 
reinforcements the Americans 
might beat the odds, and may 
even take the city more quickly. 


The Spanish garrison in 
Puerto Rico is too small to hold the 
entire island. Therefore, protect 
San Juan by guarding the 
peninsular approach. Several 
coastal batteries should deter the 
Americans from seaborne assaults 
directly against the city. A couple 
of units spread around the island 
can be used to slow the American 
advance once they have landed. 


San Juan remains the last 
priority for the Americans because 
of the distance from America and 
the low victory point reward. It 
can be the quickest campaign and 
the Americans should not ignore 
the possibility. The attackers can 
land any number of places and it is 
easy to land far from the nearest 
defender. This means a longer 
trek, but almost guarantees a 
protected beachhead. 


Havana is the big prize, of 
course. It has good defenses which 
include four strong batteries 
pointing seaward. This precludes 
an attack from that side. The 
entrenchments are strengthened 
by fortresses, and the city occupies 
only two hexes which reduces the 
approaches to three hexes. 
Reinforcements arrive from east 
and west and many of the best 
Spanish units are deployed in the 
area. 


An argument can be made for 
attacking Havana first in order to 
insure its capture. Taking Havana 
and winning the naval war might 


mean a major victory for America, 
and with the toughest objective 
secured, many troops are freed up 
for action elsewhere. However, if 
the Spanish hold and a protracted 
campaign ensues, heavy losses 
may be suffered by theAmericans, 
leaving a substantially reduced 
force to carry out other assaults. 


In attacking Havana, the 
American should land both east 
and west of the harbor in order to 
prevent the Spanish from con- 
centrating their forces. Cuban 
units must assist in screening out 
the Spanish reinforcements, 
particeularly from the west. The 
first objective is to breach the 
entrenchments and rob the 
Spanish of the combat advantage. 
Then, the Americans can push 
forward inside the defense line, in 
addition to applying pressure 
elsewhere. The fortresses are the 
next barrier and the best 
American units must be 
concentrated on a small front to 
force the bastions and fight their 
way into the city. Expect to lose 
troops to yellow fever as the battle 
drags on. Taking Havana means 
taking losses and the Spanish 
should not be taken lightly. They 
have a sizeable force and can 
mount serious counterattacks. 


SUMMARY NOTES 

A few more important points 
must be considered in planning 
the sea and land campaigns. The 
Random Events table can have a 
direct impact on the course of the 
war in several ways. Spanish coal 
has been mentioned. Bad weather 
can hamper American searches. 
Either player might lose naval 
gunnery in the opening round of a 
battle. A few results have political 
overtones, forcing an American 
attack or the loss of victory points. 
The influence of any single 
random event is relatively minor, 
but the cumulative effect creates 
an aspect of unpredictability in 
the game. 


Both players should be wary 
of tangling with coastal batteries 
which have favorable die roll 
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modifiers when firing against 
ships at sea. 


The American must pay 
attention to his ground unit losses 
to avoid victory point losses. As 
combat results and yellow fever 
attacks take their toll, the 
Americans have the choice of 
losing a single step or removing a 
unit entirely. Generally, try to 
keep the unit in the field where 
recovery can bring it back to full 
strength. The problem with this, 
however, is that it is possible for 
the Americans to have so many 
half-strength units in the field 
that they are unable to mount 
strong attacks. Let the situation 
be your guide. 


Remember the Maine puts 
both players on the offensive and 
defensive, and sometimes quite 
suddenly. Neither player should 
shy away from surface combat or 
sit back and wait for the opponent 
to make all the moves. In naval 
combat, the American needs to 
give out more punishment than he 
receives, for tactical and strategic 
reasons. Crippling the Spanish 
fleet is of primary importance 
even if it costs some ships. 


Based on the zero victory 
point totals at start, the Spanish 
would win a major victory. The 
pressure is therefore on the 
Americans, and their naval 
strength is the key to victory. 
Spain has many handicaps and 
patience is a necessary virtue, 
rebuilding the fleet while the | 
Americans play their game. In the 
end, one or both sides may have to 
take risky chances, and many 
games are not decided until the 
final turn. 


Attention Retailers 
Mahufacturers & Distributors 

The Game Manufacturers Association 
(GAMA) Trade Show was designed for 
you! This is your opportunity to meet the 
Manufacturers, to ask questions and get 
all the information about products old and 
new. Enjoy a personal, one on one meeting! 

More importantly, this show will 
feature several useful seminars giving tips 
on game displays, marketing, inventory 
control, dealing with "gamers," local clubs 
and conventions, plus much more! 

For more information on attending 
| March 20-22nd in Las Vegas contact: 
| Howard Barasch, P.O. Box 867623, Plano, 

TX 75086 or call (214)247-7981. 


What makes a good uw 


Judge for yourself when you read the reviews which fill every issue d 
Fire & Movement magazine, the forum of conflict simulation. 


For over 11 years now, Fire & Movement has been serving wargamers as the 
leading independent forum of conflict simulation. F&M provides the most award 
winning in-depth game reviews, the kind that allow you to make the right, buying 

ecision. 

In a recent readership survey, over 97% of F&M readers said that Fire & Movement 
had helped them make their buying decisions. With new wargames costing about $25 
to $30, if F&M can keep you from paying for even one wargame that you might not be 
satisfied with each year, you're already ahead on the $20 price for a one year F&M 

subscription! 

And because Fire & Movement is an independent magazine, it covers all the 
wargame company’s products, and serves as a "house organ" to none. F&M is fair and 

critical in its reviews, and not afraid to cry "foul" if a game is less than it ought to be. 

Fire & Movement magazine; where great armchair Generals, like you, should turn 

to before engaging in battle. 


What makes a good wargame 


better? The variants, new scenarios and incisive wargame strategy articles 
that constitute every issue of Battleplan. 


Now Fire & Movement, the highly successful wargaming review magazine, has 
a sister publication, Battleplan. 

Battleplan has a lot to offer wargamers who actively enjoy their hobby. Featured 
in every issue is either a "mega-variant" (including additional variant maps, cards, 
counters, etc.) on a current popular wargame, or a complete mini-wargame itself 
(11”x17” color map, 3-6 pages of rules, low to moderate complexity). Yes, Battleplan 
believes in "fun little" wargames you can actually finish in an evening! 

Battleplan fria rabh in variants, scenarios, errata and strategy 
Ss articles for popular wargames, too. To ‘make this publication even more 
useful to active wargamers, each issue also includes a classified section 


- for Opponents Wanted; Buy, Sell, Trade and other types of reader service 


Battleplan is a users magazine for the active wargamer where old 
i iB favorites find new life in variants and scenarios. Battleplan is where 
SS LS 1,** |. your hobby can be shared in Every issue you read (or write for!). Enlist 
now and pick up a new Battleplan! 

| STRATEGY GAMING 

> ' rż ACT EN foren R a ha 
Why not be a wargame recruiter? Bh ass 
With the ultimate start-up kit, The Beginners” Guide to Strategy Gaming hin - Ss 
We've created a speciall epared "tool" to help you bri = 
vec a specially prepared “too elp you bring new ay 


people to the fascinating hobby of historical simulation gaming. 4 i 
The Beginners’ Guide to Strategy Gaming brings in the novice | "A 
with ease and style, and comes complete with a copy of the 
GDW/F&M introductory wargame The Battle for Moscow. 
Articles include: The Basics, An Introduction to Game-speak, 
Notes for Solitaire Play, The Principles of War for Wargamers, A 
Beginners’ Wargame Library, and more. This could well be the best 
$5.95 you ever invested in your future as a wargamer! 


Battle far 


DTI publications are available at better game, 
book and hobby stores wherever wargames are sold. 


If you don't see them, be sure to ask for them! 


These fine wargaming publications are also available direct from the publisher, Diverse Talents, Inc., 5374 Village Road, Long Beach, 
California 90808, (213) 420-3675. A sample issue of Fire & Movement is $4.00, and a six-issue subscription is $20.00. A sample issue of 
Battleplan is $3.00, and a six-issue subscription is $15.00. The Beginners' Guide to Strategy Gaming is $5.95. Canadian addresses must add an 
additional 60g per issue for postage and handling, overseas addresses must add $1.25 per issue for surface mail. All payments must be in US funds, 
drawn on a US bank and made payable to DTI. Visa and Mastercard accepted. 
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Rolling Thunder Tamoin 
unique and advanced, two-ti 


19 system for the ultima P 


G'day, Yanks, and watch out because 


BREAKOUT! magazine 
comes to North America!! 


Australia s premier quarterly adventure 
gaming journal, BREAKOUT! magazine, 
is now being made generally available to 
North American Readers for the first time 
ever! What? You've never heard of 
BREAKOUT! magazine?! Relax, mate, 
and read all about it... 


* Over five years of publishing in 
Australia. 

* 48 full size pages each issue. 

* Covers wargames (miniatures, board 
and computer). 

* Covers all kinds of fantasy gaming 
(role-playing, etc.). 

* Covers play-by-mail gaming. 

* Reviews products and conventions. 

* Often includes variants, modules and 
scenarios. 

* Gives you an Australian's eye view of 
the world (upside down!). 
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BREAKOUT! magazine is available in 
better hobby and game stores throughout 
the States and Canada. If you don't see it 
there, ask them to get it for you or you 
can get BREAKOUT! directly from 
our importers. 


Sample copies are $3.50 each. A four- 
issue one year subscription is only $12.50, 
while an eight-issue two year subscription 
is just $23.00. All payments must be in 
US funds drawn on a US bank, Canadian 
addresses please add $.60 per issue for 
additional postage. Make all checks 
payable to DTI, P.O. Box 8399, Long 
Beach, CA 90808. (213) 420-3675. 


Expand your gaming hobby to another 
continent. BREAKOUT! magazine, the 
Australasian gamer's quarterly imported 
by DTI. 


5) 
The Australasian game 
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A wargame (historical conflict 
simulation) must confront the 
players with as many decisions as 
possible, under conditions as close 
to those which actually existed. 
The ability to make correct and 
courageous decisions under pres- 
sure is the greatest component of 
gaming skill. 


Grand strategy games have 
always attracted a strong following, 
because the scope of decision 
making ranges beyond the military, 
into the diplomatic and economie 
spheres. Of the three great 
European conflicts, the Napoleonie 
wars might be said to have 
primarily concerned diplomacy, 
World War I economics, and World 
War Il a bewildering combination 
of both. All three offer a challenge 
to the game designer, and a feast to 
the gamer, if the challenge is 
properly met. 


i A good wargame must also 
strike a balance. It should take 
.from history without being trapped 
by it.In Guns of August, the 
sensation of being trapped by his- 
tory is strong. After a brief war of 
movement, the struggle bogs down 
and becomes a seemingly endless 
war of attrition. Eventually one 
side or the other collapses, and for 
both the historian and the gamer 
the outcome may be difficult to 
explain. 


The rule changes to Guns of 
August suggested in this article 
are based on two premises: 


1. Military victory in World 
War I was thought by the partici- 
pants to be possible. The political 
and military leaders of the warring 
nations, and the populations which 
supported them, sought victory and 
feared defeat. These beliefs, regard- 
less of their objective foundations, 


THE GUNS OF AUGUST - 


THE GUNS OF AUGUST 


Bruce Harper 


led to battles such as Verdun, 
where France ruined its army 
rather than surrender a town of 
uncertain strategic value. 


2. The chances of victory in 
World War I lay with the side which 
most effectively realized its war- 
making potential. The First War 
bridged the gap between the great 
infantry wars of the nineteenth 
century and World War Il. The 
First World War fostered a leap 
upwards in military technology, 
while the Second World War 
fostered a leap upwards in military 
technology, while the Second World 
War saw the development of tactics 
allowing for the most effective use 
of the new weapons. For example, 
the two most important weapons of 
the Second World War, tanks and 
airplanes, were developed during 
the First World War. 


This article is directed mainly 
to the application of the new 
technologies of war during World 
War I. To simulate the economic, 
technical and productive capacities 
of the warring powers, the concept 
of Economic Points (EPs) is 
introduced. These points may be 
spent on the development of new 
weapons, strategic warfare, or the 
construction of static defenses. In 
this way, players may establish 
priorities based on their assessment 
of the strategic requirements of the 
war. By restoring the balance 
between the military and economic 
aspects of World War I, and 
determining the success and failure 
of each state in these areas by way 
of a revised national morale table, 
Guns of August becomes a 
demanding life and death struggle 
of nations, the outcome of which is 
likely to remain in doubt to almost 
the last moment. 


Also included in this article are 


several suggested changes and 
additions to the existing rules. 
These are indicated, so as to distin- 
guish them from the economic. 
variant which forms the bulk of the' 
article. All rule changes should be 
used, as they are all related in some 
way. It is also strongly 
recommended that hidden 
movement be used, to allow for 
strategic and even tactical surprise. 


Acknowledgment: The develop- 
ment of these rules would not have 
been possible without the patient 
playtesting and suggestions of Tor 
Abrahamsen, Craig Rapanos, Kevin 
Ray, and Peter Robbins. 


3.1 Add two new combat support 
units: Gas and anti-tank artillery. 


3.2 Add one new game marker: 
Super fort. 


10.1 Stacking limits are expanded 
to include one gas unit and one 
anti-tank artillery unit. 


17.14 Each fort constructed on the 
Western Front requires the expen- 
diture of one Economic Point (EP) 
(see Rule 32.251). Only the German 
and French fort construction 
engineers may construct forts on 
the Western Front. 


17.15 The Austrian and Russian 
fort construction engineers units 
may construct forts on the Eastern 
Front at no EP cost. Construction of 
forts on the Eastern Front by 
German or French fort construction 
engineer units requires the 
expenditure of an EP. 


18.11 The Central Powers player 
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may begin using German infantry 
replacement points to create 
stosstrupen units on the turn of a 
successful roll on the Weapons' 
Development Chart (WDC) (see 
Rule 32.0). 


19.11 The Central Powers player 
may begin using German, or the 
Allied player, British, French or 
American, artillery replacement 
points to create tank units on the 
turn of a successful roll on the 
Weapons' Development Chart 
(WDC) (see Rule 32.0). i 


19.13 No more than two German 
and two Allied tank units may be 
created per game turn. There is no 
fixed limit for replacing these units. 


20.11 Either the Central Powers 
player or the Allied player receives 
air units in accordance with Rule 
34.0. 


20.12 - 20.15 These rules apply 
equally to the Central Powers 
player. 


20.16 No more than two air units 
may operate against any one hex, 
nor participate in a single attack 
against enemy units in more than 
one hex. 


204.0 GAS 


World War I saw the use of 
poison gas on a large scale. Gas was 
first introduced as an inexpensive, 
although unpredictable, means of 
breaking the deadlock brought 
about by the superiority of the 
defense in the early stages of the 
war. 


20A.1 


CREATING 
GAS UNITS 


20A.11 The Central Powers 
player may begin using German, or 
the Allied player British, French, or 
American, artillery replacement 
points to create gas units on the 
turn of a successful roll on the 
Weapons” Development Chart 
(WDO) (see Rule 32.0). 


20A.12 To create a gas unit re- 
quires (wo artillery replacement 
points. 


20A.13 No more than two Ger- 
man and two Allied gas units may 
be created per game turn. 


20A.2 Effect of Gas on Com- 
bat 


20A.21 When gas is first used in 
the game, the attacking player rolls 
a die for each gas unit used in an 
attack. The combat die roll (see 
Rule 13.19) is modified according to 
the following table: 


GAS TABLE 


Attacker Die Roll 
1 2 3 4 5 6 
+3 +2 +2 +2 +1 


Modification 


NOTE: (a) If the defending 


| player has a gas unit on the board, 


the die roll modification is reduced 


| by one; 


(b) On the turn .ollowing the 
initial use of gas, the same 
procedure is followed, but the 
resulting modifications are reduced 
by one (to a minimum of zero). 


20A.22 Gas units may be 
employed only on the game turn gas 
is first used and the game turn 
immediately following. 


204.23 Once one side has made 
an attack using gas, the other side 
may not do so. 


20A.24 A gas unit used to 
support an attack is immediately 
removed from play. 


204.25 Only one gas unit may | 
be used to support an attack. 


20B.0 
ANTI-TANK 
ARTILLERY 


20B.1 Creating Anti-tank Ar- 
tillery 


20B.11 The Central Powers 
player may begin by using German, 
or the Allied player British, French, 
or American, artillery replacement 
points to create anti-tank artillery 
units on the turn of a successful roll 
on the Weapons’ Development 
Chart (WDC) (see Rule 32.0). 


20B.12 To create an anti-tank 
artillery unit requires three artill- 
ery replacement points. 


20B.13 No more than one 
German and one Allied anti-tank 
artillery unit may be created per 
turn. 


20B.2 Anti-tank Artillery effect 
upon combat 


20B.21 An anti-tank artillery 
unit neutralizes the combat die roll 
modification of an enemy attack 
supported by tank units.. This effect 
applies to any number of enemy 
tank units, but only with respect to 
the modification associated with 
the tank units, and only with 
respect to the friendly combat units 
associated with the anti-tank 
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31.21 EPs must be spent on the 
turn they are allocated. They must 
not be accumulated for later expen- 
diture. 


SĘ 


31.22 EPs allocated to Britain, 
France, and the United States are 
considered Allied EPs, and may be 
spent without regard to their 
source. 


31.23 EPs may be expended for 
the following: 


Weapons Development 


Rule 32.0 
artillery unit (ie., if more than one NOTE: If Paris is controlled by the Central Strategic Warfare 
enemy attack is being made against Powers, this allocation is reduced by half. Rule 33.0 
two or more friendly combat units Air Warfare 
in the same hex as the anti-tank Rule 34.0 
artillery unit). UNITED STATES - Fort Construction 

First six months of belligerency Rule 17. 


20B.21 Anti-tank artillery NONE 
units may be used to support an 
attack by friendly combat units, in Next six months of belligerency 
which case it functions as normal 1/2 EP per game turn 
artillery. 
Second year throughout the war 


23.1 and 23.2 Superseded by ONE EP per game turn 
Rules 33.1 and 33.2. 


AUSTRIA - RUSSIA - ITALY 
31.0 and minor countries 


ECONOMIC NO EPs 
POINTS 


Economie Points (EPs) repre- no 
sent the economic, research and de- 
velopment capabilities of the 
various warring countries. 


31.2 Expenditure of Eco- 
mic Points 


31.1 Allocation of EPs 
31.11 EPs Allocation: 


GERMANY 
September 1914 - December 1915 
ONE EP per game turn 


January 1916 
TWO EPs per game turn 


BRITAIN / FRANCE 
September 1914 - December 1915 
ONE EP per game turn 


January 1916 
TWO EPs per game turn 
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32.0 
WEAPONS 
DEVELOPMENT 


The Weapons Development 
Chart (WDC) is designed to reflect 
the time and effort required to 
devise new weapons. The likelihood 
of a new weapon becoming 
available depends upon the nature 
of the weapon and the resources 
(EPs) expended on its development. 


32.1 New Weapons Develop- 
ment 


32.11 The WDC provided for the 
development of six types different 
types of weapons: Tanks, gas, siege 
artillery (Allies only), anti-tank ar- 
tillery, super forts and stosstrupen 
(Germans only). 


32.12 EPs may be expended to 
develop some, all, or none of these 
weapons. 


32.13 The ability to create a 
new type of weapon results from the 
successful roll of a die, as follows: 


(a) No die roll is permitted until 
the empty boxes at the left of 
the WDC are filled in for the 
weapons in question (one EP per 
box); 


(b) As the game progresses, the 
appropriate boxes on the right 
side of the WDC are checked off. 
One every three months; 


(c) To acquire the ability to 
produce a weapon, the player 


must roll a number equal to or 
less than the unchecked number 
for the month corresponding to 
the current game turn. Die rolls 
are made in February, May, 
August and November game 
turns, during the interplayer 
turn, after the Naval Phase and 
before the Morale Phase. More 
than one die roll may be made 
in a game turn, so long as the 
condition contained in Rule 
32.13(a) is met; 


(d) The unchecked number on 
the right side of the WDC is 
modified by the number on the 
left side of the WDC immediate- 
ly following the last checked box 
filled in by the expenditure of 
EPs for the weapon in question. 
The former number must be 
negative, zero or positive, 
depending on how much time 
has passed. The latter number 
may be zero (If the player has 
spent the minimum number of 
EPs required to comply with 
Rule 32.13(a) or may be positive 
if more than the minimum 
number of EPs have been spent); 


(e) Should a successful weapons' 
die roll be made, the weapon for 
which the roll was made may be 
produced on that turn (the 
weapon die roll having been 
made before the Reinforcement 
Phase of the Interplayer turn). 


Example: It is Nov. 1916. The 
Central Powers player has 
spent eight EPs to develop 
tanks. The number on the right 
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side of the WDC is “-1”, the first 
unchecked number on the left 
side of the WDC is “+3”. This 
gives “+2” as the number to 
beat. The Central Powers player 
must roll a one or a two. He rolls 
a one, and may build one (or 
two) tank units during the 
Reinforcement Phase of the 
November 1916 Interplayer 
turn if he has sufficient German 
artillery replacement points 
available. 


32.14 Each player keeps secret 
his copy of the WDC, his 
expenditures of EPs and the success 
arfd failure of his weapons die rolls 
until such information must be 
revealed. 


32.2 Effect of New Weapons 


32.21 Tanks - See Rule 19.0 

32.22 Gas - See Rule 20A.0 

32.23 Anti-tank Artillery - See 
Rule 20B.0 


32.24 Siege Artillery 


32.241 Only the Allied player 
may develop siege artillery. Ger- 
many may not build additional 
siege artillery units, but may 
replace the units it had originally 
(see Rule 14.25). 


32.242 The Allied player may 
begin using British, French, or 
American artillery replacement 
points to create siege artillery units 
on the turn of a successful roll on 
the Weapons' Development Chart 
(WDC) (see Rule 32.0). 


32.243 To create a siege artil- 
lery unit requires five artillery re- 
placement points. 


32.244 No more than one Allied 
siege artillery unit may be created 
per game turn. 


32.245 Siege artillery units are 
replaced by the Allied player in the 
same manner, and with the same 
restrictions, as it is created. 


32.246 Siege artillery units 
created by the Allied player are 
British, French, or American, 


BATTLEPLAN #5 


depending upon which nation's 
artillery replacement points were 
used. 


32.247 Siege artillery units 
created may be a 420mm unit (3-1- 
1-) or a 305mm unit (3-2-2). 


32.25 Super forts 


32.251 Super forts function in 
the same manner as forts (see Rule 
17.0),with the following differences: 


(a) A super fort modifies the at- 
tacker's die roll by -3, not -2; 


(b) A 305mm (3-2-2) siege artil- 
lery unit has no effect when 
used as siege artillery against a 
super fort (but it still functions 
as normal artillery if used in 
conjunction with another artil- 
lery unit). A 420mm (3-1-1) 
siege artillery unit used against 
a super fort modifies the 
attacker's die roll by +1, as it 
would against a fort; 


(c) A super fort must be built on 
a hex containing a fort. The cost 
of construction is one EP. 


32.26 Stosstrupen 
See Rule 18.0 


33.0 
STRATEGIC 
WARFARE 


33.1 Submarine Warfare 


The following superseded: Rule 
23.1 


33.11 The Central Powers may 
spend EPs on submarines at any 
time. The Allies may spend EPs on 
anti-submarine warfare at any 
time. 


33.12 The Central Powers may 
initiate submarine warfare in any 
February, May, August, or Novem- 
ber turn, beginning in February, 
1915. 
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33.13 The Central Powers an; 
nounces whether submarine war- 
fare will be restricted or unrestric- 
ted. The cumulative total of EPs 
spent on submarines and anti- 
submarine warfare is revealed, and 
the difference determined (EPs 
expended are canceled on a 1 to 1 
basis). If there is no surplus of 
submarines, there is no effect. If, on 
the other hand, there is a surplus, 
the effects arc as follows: 


(a) Restricted submarine 
warfare: 


(I) The British infantry re- 
placement rate is reduced 
by the number of surplus 
EPs (to a maximum reduc- 
tion of three); 


(11) The Allied sea capacity 
(see Rule 11.3) and naval 
movement capacity (see 
Rule 12.3) are reduced by 
the number of surplus EPs 
(to a maximum of four). 


(b) Unrestricted submarine 
warfare: 


(D The British infantry re- 
placement rate is reduced 
by double the number of 
surplus EPs (to a maximum 
reduction of five); 


(II) The Allied sea supply 
capacity and naval move- 
ment capacity are reduced 
by double the number of 
surplus EPs (to a maximum 


reduction of fi 


(III) If the British infantry 
replacement rate drops to 
zero (or less), the British 
Morale Roll for that game 
turn is reduced by one; 


(IV) The Variable Entry die 
roll for the United States is 
decreased by one. 


33.14 The Central Powers may 
initiate, continue or discontinue 
either type of submarine warfare in 
subsequent February, May, 
August, and November game turns. 


33.2 BLOCKADE 


(The following supersedes Rule 
23.2) 


33.21 The Allies may imple- 
ment the blockade in any February, 
May, August, or November game 
turn, beginning in February 1915, 
by the expenditure of one EP. 


33.22 Once the blockade is in 
effect, the German infantry replace- 
ment rate is reduced by ONE for the 
first year following, TWO for the 
second, and so on, to a maximum 
reduction of FIVE, and the Austria- 
Hungary (and Italian, if Italy has 
joined the Central Powers) infantry 
replacement rate is similarly re- 
duced, to a maximum reduction of 
two. There is no effect on other 
Central Powers countries. 
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33.23 The Morale Roll (see Rule 
24.0) for Germany and Austria- 
Hungary (and again, Italy, if it has 
joined the Central Powers) is 
reduced by one if the blockade is in 
effect. If the morale roll is made in 
the November game turn, it is 
reduced by two. 


33.24 The adverse effect of the 
blockade on the morale roll (only - 
not the effect on the infantry 
replacement rate) may be countered 
by Germany (only) by the 
expenditure of two EPs during the 
three turns preceding the morale 
roll. If the morale roll is in a 
November game turn, it would be 
reduced by one. 
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34.0 
AIR WARFARE 


34.1 Air Superiority 


34.11 The Central Powers and 
the Allies may seek air superiority 
by the expenditure of EPs on air 
warfare. 


34.12 In any February, May, 
August, or November game turn, a 
player seeking air superiority 
reveals the cumulative total of EPs 
expended by him on air warfare. 
For every three EPs expended over 
the opponent's cumulative total, the 
player receives one air unit. 
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34.13 If the player seeking air 
superiority has expended fewer EPs 
than his opponent, the opponent 
need only reveal the number of EPs 
he has spent if he wishes to seek air 
superiority and acquire air units 
himself. 


34.14 The struggle for air super- 
iority continues in subsequent 
February, May August, and No- 
vember game turns, as additional 
EPs are expended on air warfare. 
The number and nationality of air 
units on the board may thus vary as 
the game progresses. 


34.15 Air units received are, for 
the Central Powers, German, and 


for the Allies, British, French, and 
American. 


34.2 Operating Air Units 
See Rule 20.0 
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MORALE TABLE | 


DIE ROLL -4 -3 -2 -1 0 1 
RESULT D4 D3 D2 DI RR -- 
Key: D# = Desertion 
RR = Reduce Replacements 


No Effect 


Note: Die rolls of less than -4 or greater than 1 are considered to be -4 and 1 respectively. 


Modifiers: 
ALL COUNTRIES 
For each city in the country which the enemy player currently controls - (-1) 
If an RR or D£ result has been reached on a morale table die roll- (-1)* 
GERMANY 
If Allied blockade is in effect - (-1) 
November morale table die roll if Allied blockade is in effect - (-2) 
If an attack made solely by American units has captured a hex defended solely by German 
units - (-1) l 
Central Powers control Paris - (+1) 
Central Powers control 3 of 4 Russian rail hexes - (+1) 
Anti-blockade EP expenditure - (+1) 
AUSTRIA 
If Allied blockade is in effect - (-1) 
November morale table die roll if Allied blockade is in effect - (-2) 
Central Powers control Rome - (+1) 
Central Powers control 3 of 4 Russian rail hexes - (+1) 
BRITAIN & FRANCE 
If the United States is neutral - (-1) 
If a United States unit has arrived on the board - (+1) 
RUSSIA 
If the Allies control Constantinople - (+1) 


*This modification effects all subsequent morale table die rolls. The modification does not 
increase if the country concerned has morale difficulties more than once. 


Note: Roll every Feb., May, Aug., and Nov. turn beginning February 1916 for every country in 
the war with a replacement rate of three or greater. 
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24.0 
MORALE RULES 


24.11 (Clarification) A Morale 
Roll is made for a belligerent which 
has an infantry replacement rate of 
two or less if that rate is the result 
of an RR result on the Morale Table 
on the previous morale roll. 


24.2 Explanation of Morale 
Table Results 


24.21 RR - Reduce Replace- 
ments. The infantry replacement 
rate of the country is halved for the 
next three game turns (round frac- 
tions up), beginning the turn of the 
Morale Roll. 


24.22 D1, D2, D3, D4= Deser- 
tion. The owning player rolls one 
die for each unit of the country 
which is currently on the map. If 
the result is less than or equal to 
the desertion level, the unit deserts 
and is immediately eliminated 


24.23When rolling to determine 
if a unit deserts, the die roll! is 
reduced by one if the unit is 
demoralized. Deserted units may be 
replaced. 


24.24 If the Morale Roll for a 
country results in a RR or D effect, 
subtract one from all future Morale 
Rolls for the country. This is NOT 
cumulative. The number of adverse 
morale rolls results does not 
increase the modification for future 
rolls. 


24.25 *= No Effect. 
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SUGGESTED 
CHANGES AND 
ADDITIONS 


13.191 If the odds in an attack 
are 1 to 2, the die roll is decreased 
by one. If the odds are 1 to 3, the die 
roll is decreased by two, and so on. 


13.23 If two siege artillery units 
attack a hex containing a fort, the 
die roll is increased by three (one 
for each unit, and one for having six 
artillery factors). 


13.31 The die roll is decreased 
by two when a hex containing both 
a city and rough terrain is attacked. 
The die roll is decreased by three 
when attacking units in a fort 
which is in a city hex. 


26.1 Automatic victory is 
achieved whenever a "DE" result on 
the CRT is assured. 


26.6 Certain units lose some of 
their effectiveness outside of cer- 
tain geographical areas. The 
following modifications are made.to 
the attacker's die roll: 


-1 Any minor country unit 
outside its own country 


-] Russian units on the Western 
Front 


-1 Italian units outside Italy 
and Austria-Hungary 


-1 Austria-Hungary units on 


the Western Front if outside 
Austria-Hungary or Italy 


Note: The modification is +1 if the 
unit is defending. 


30.14 There is no time limit on 
the campaign game. 


30.15 The campaign game ends 
when Berlin is controlled by the 
Allied player, or when the Allied 
player admits that he is unable to 
progress. 


30.44 During the first game 
turn (only), immediately after the 
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Central Powers Combat Phase, all 
German units on the Western Front 
north of Switzerland which are not 
adjacent to and Allied units may 
move and attack a second time. 
This second movement and combat 
phase applies to both combat and 
combat support units, but only to 
those not adjacent to enemy units at 
the end of the first Combat Phase. 


30.441 During any Combat 
Phase in 1914 in which the weather 
on the Western Front is clear, the 
Centra! Powers (only) may continue 
rolling the die until they receive an 
"AE", “AA”, or "AD" combat result. 
Such continuous attacks may be 
made against enemy stacks of any 
size, but only against enemy units 
north of Switzerland, only during 
turns in which the weather is clear, 
and in any case, no later than 
December, 1914. 


RATIONALE FOR 
CHANGES AND 
ADDITIONS 


13.191 The existing rule states 
that attacks at less than 1 to 1 odds 
are resolved as 1 to 1 attacks witha 
-1 modification. This creates prob- 
lems in three situations: 


(a) Soak-offs: A low odds attack 
made to allow a high odds 
attack against other enemy 
units in the same hex will result 
in the loss of the attacking unit 
only on the roll of a 1 or 2. This 
makes soak-offs too inexpensive 
for the attacker. 


(b) Attacks against advan- 
cing units: An enemy unit that 
has just advanced after combat 
to occupy a hex will often be 
surrounded. By a low odds 
attack against such units, the 
attacker can destroy the 
advancing unit on a die roll of 4, 
5, or 6, while he risks his 
smaller unit as set out above. 


(c) Mutual annihilation: As 
the adverse modification is only 
-1, the attacker may seek to 
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bring about a DX result by 
using a smaller number of high 
quality troops. For example, 
three stosstrupen might attack 
nine enemy infantry units and 
three artillery units. If the 
Allied units are not entrenched, 
the attack will be resolved as a 1 
to 1, with a +2 modification. On 
a 4, 5, or 6, the result is DX. As 
the existing rules state: "All 
defending units are 
eliminated." (Rule 13.41). The 
attacker cannot comply with the 
requirement to remove an 
equivalent number of attack 
factors, but it seems this leads 
to all his units being removed as 
well rather than a downward 
adjustment of the defender's 
losses. (The same tactic can be 
employed by the Allies, using 
airplanes, tanks, and gas, if the 
variant set out elsewhere in this 
article is used). 


13.23 This is primarily 
introduced to balance the changes 
suggested to Rule 13.31. 


13.31 Consistency. (Rule 13. 
33 - "All die role modifications 
(including those for terrain) are 
CUMULATIVE). It is reasonable to 
assume that a city in rough terrain 
will be more difficult to capture 
than a city in clear terrain. The 
same applies to fortresses. 
Otherwise the difference between a 
fort in a city hex and a city hex with 
an entrenchment is merely that 
units may enter and leave the fort 
without losing a modifier to the die 
roll. Both would be -2. 


26.1 This flows from the phrase, 
"automatic victory". This rule is 
more difficult to use when hidden 
movement is used (as it should be - 
See Rule 28.2 ). 


26.6 Designed to avert a variety 
of anomalous possibilities, such as 
the Italians or Russians propping 
up a demoralized France. The effect 
on the Balkan minors leads to 
interesting situations. 


30.14 and 30.15 The Allied vic- 
tory condition is clear énough. 


Because Germany cannot invade 
Britain, the maximum it can 
achieve is the destruction of France 
and Russia, which generally leads 
to a stalemate with Britain and the 
United States. Politically, this 
would likely have been sufficient. 


30.44 and 30.441 Because secret 
mobilizations and hidden move- 
ment give the advantage to the de- 
fender, it is virtually impossible for 
Germany to successfully invade 
France, no matter how little 1s put 
on the Eastern Front. These 
changes are an attempt to redress 
the balance. 


The continuous attacks allowed 
in August, 1914 (when the weather 
is always clear: Rule 30.36), ensure 
the fall of Liege, although the 
Germans may suffer heavily as a 
result of a "DX" result or a series of 
"BD" results. The surviving 
infantry and artillery, as well as 
the units backed up behind the 
Meuse, will then be able to attack 
into France. 


With the assistance of the 
French Offensive Doctrine (Rule 
30.45), the Germans are favored to 
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take Lille in September, 1914, es- 
pecially if the weather remains 
clear (a 2/3 chance). After that, all 
is in the hands of fate. A massive 
German attack, coupled with good 
weather and reasonable combat die 
rolls, may take Paris. Bad weather 
or poor die rolls in critical attacks 
will stall the offensive. 


Bearing in mind that Guns of 
August is a strategic game, several 
points should be noted. The first is 
that even the capture of Paris does 
not end the game, although France 
will certainly be in difficulties once 
the morale rolls begin in 1916. The 
second is that continuous attacks 
are costly, and the damage to the 
Eastern Front will be great if 
Germany sends its replacements to 
the West. Should both armies 
weaken in the West, the larger 
defense factors will become even 
more important. 


In short, both the rewards and 
the risks of the invasion of France 
are great, which is the way it 
should be. A failed invasion, 
coupled with real disasters in the 
East, would mean quick defeat for 
Germany. 
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VARIABLE ENTRY TABLE 


WESTERN FRONT 


1914 1915 1916 1917 1918 
BRITAIN 4-6 4-6 4-6 4-6 4-6 
ITALY 1-6 2-6 3-6 3-6 3-6 
U.S. 1-6 1-6 2-6 3-6 3-6 


Modifiers: 
BRITAIN:(+ 1) If Allies declare war on Belgium 
(+1) If Central Powers control Paris 
(-3) If Central Powers declare war on Belgium 
(-2) If Central Powers declare war on Netherlands 
(-1) IfU.S. isan Ally 


ITALY: (+1) IfBritain is neutral 
(+1) IfCentral Powers control Paris ! 
(-1) For each objective city in Germany the Allies currently control 


(-1) I£U.S. isan Ally 
U.S. (4- 1) If Central Powers control Paris 


(+1) If Britain is neutral 
(-1) If Submarine Warfare is in effect 


EASTERN FRONT 


1914 1915 1916 1917 1918 
TURKEY 1-4 1-4 1-4 1-4 1-4 
BULGARIA 1-6 1-4 1-4 1-4 1-4 
RUMANIA 1-6 1-6 2-6 3-6 3-6 
GREECE 1-6 1-6 2-6 3-6 3-6 
Modifiers: 
ALL COUNTRIES 


(+1) For each objective city in Russia the Central Powers currently control. 


(+1) If either Turkey or Bulgaria is a Central Power. 
(-1) For each objective city in germany or Austria-Hungary the Allies currently 
control. 
GREECE: (-1) If any Allied combat unit is in Greece. 


RESULTS; Die roll within printed range: stays neutral 
Die roll greater than large number: Country joins Central Powers 
Die roll less than smaller number: Country joins Allies 
Note: Britain and U.S. may never join Central Powers. turkey may never join Allies. 
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EP Allowances: 

German: Allied: 

September 1914 to December 1915: One per game turn Britain/France (combined) 

January 1916 to end of war: Two per game turn September 1914 to December 1915: One per game turn 


January 1916 to end of war: Two per game turn 

German control of Paris reduced the above by half. 
United States 

First six months after entry: None 

Second six months after entry: 1/2 per game turn 

Third six months after entry: 1 per game turn, and so on 


Weapons Development Chart (Rule 32) 


1914 1915 1916 1917 1918 
Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug 


1914 1915 
Nov Feb May Aug Nov Be Pe 


[0 [+1] >2[+3] +4] +5] +6] 


1915 1916 1917 1918 
Aug Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug Nov 


1914 1915 1916 1917 
Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug 


Allies Only 


1914 1915 1916 1917 1918 
Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug Nov Feb 


ZIEMIE 
mangre 


1914 1915 1916 1917 1918 
Nov Feo May Aug Nov Feb May Aug Nov Feb May Aug Nov Feb May 


Germans Only 


Strategic Warfare Expenditures (Rule 33) 


please make hash marks below 


1914 1915 1916 1917 1918 
Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug Nov Feb May Aug Nov 


BLOCKADE: Allies (1 EP/3 turns) 


Germany (2 EPs/3 turns) 


SUBMARINE WARFARE: 


AIR SUPERIORITY: 


FORTIFICATIONS: 


da 


©R MacGowan 
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RODGER MacGOWAN 


His Art And His Style 


"... I don't want to glorify war in my work, 


only give it the respect it deserves." 


by 
Pete Flahive 


Walk into any gaming store in 
the United States, Europe or 
Japan and you'll find his work on 
covers of games and magazines. In 
the last ten years he's designed 
and illustrated over one hundred 
and twentyfive gamebox packages 
and nearly as many magazine 
covers. More than any other artist 
in the history of this thirty-year 
old hobby/business. And of those 
packages not designed by him, 
note how many attempt to follow 
his direction in layout and 
approach. His work is admired, 
criticized, collected and imitated 
(the sincerest form of flattery they 
say) throughout the hobby/ 
business. He is also the founder of 
Fire & Movement magazine and, 
of course, his own studio; RBM 
Graphics & Design Studio. 


So, whether or not you realize 
it, chances are you have a rather 
large collection of Rodger B. 
MacGowan artwork on your 
Shelves. From The Russian 
Campaign (TAHGO) to World in 
Flames (ADG); from the covers of 
the Avalon Hill General to Hobby 
Japan's Tactics magazines his art 
is much in evidence in order to 
enhance the look and "profession- 
alism" of the products produced by 
the game industry as a whole. 


In fact, before Rodger began 
doing cover art for magazines, the 
standards of this industry were 
quite amateurish. Almost all the 
games that had box art (around 
25-30% actually did "packaging". 
The majority were mail order, zip 
lock bags, etc.) used high contrast 
photos, amateurish illustrations 


or museum pieces "borrowed" 
from the great art galleries of 
Europe. In short, nothing truly 
original, new, or designed in a 
professional manner for this 
specific hobby/business. Rodger 
MacGowan revolutionized the 
entire "look" of the business and 
set new standards by which 
coverart and packaging could be 
judged. 


Rodger's concern for historical 
detail, accuracy, style and realism 
were new and highly sought after 
by many wargame companies. In 
fact, he was first approached by 
The Avalon Hill Game Company 
in 1975 to do the cover for a new 
release entitled The Russian 
Campaign. Within a short period 
of time numerous companies 
approached him for work 
including a "new Third World” 
game company called Game 
Designers’ Workshop. Rodger 
helped to establish GDW’s look in 
the wargame market. Today, 
many of the current group of 
wargame artists and illustrators 
grew up on Rodger’s work and his 
influence on their work is quite 
obvious. He has left a major 
impact on the professional look of 
our entire industry. 


Rodger has actually helped to 
establish the wargame artist on 
par with the wargame designer. 
As a wargamer himself, he has 
been able to infuse his own 
knowledge and feeling for 
wargaming in his art. He knows 
what the gamer wants to see. He 
knows what’s important to the 
player and how much the “look” of 
a game can influence how a game 
is perceived. His art has also 


resulted in higher game sales for 
all the companies for which he has 
worked. This has been 
documented. Of course, there are 
those who have responded to this 
by declaring that their games are 
more than a "pretty box" or that 
the hobby is suffering because 
money is being wasted on slick 
graphics and art. These sour 
grapes remarks don't change the 
fact that Rodger MacGowan's art 
has enhanced the entire industry 
and we have all benefited from 
that. 


When you go back to 1975, 
when Rodger first started doing 
work in the wargame business, 
almost all of the wargame 
companies sold their products 
through the mail. Therefore, they 
didn't worry about professional 
packaging. But, Rodger's work 
became the standard by which all 
the companies began to approach 
the retail market since they 
realized that the mail order 
business could not continue to 
sustain growth. Company after 
company joined in the battle for 
shelf space. They needed quality 
packaging to get quality 
positioning, they turned to Rodger 
MacGowan. Among these 
companies were Game Designers’ 
Workshop, Simulations Canada, 
Operational Studies Group, SSG, 
World Wide Wargames, Aus- 
tralian Design Group, Yaquinto 
Publications Inc., Quarterdeck 
Games, Hobby Japan, and so on. 
In short, no one has done more to 
put this hobby on a “professional 
footing” in the last ten years than 
Rodger MacGowan. 
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(1974) 


magazine. 


The attack on Nita meant the end 


of their commune. But in the 


erness of California, 


where were they to go? 


PART TWO 


CARLSON 


fiction / WILLIAM K. 


rtist/RODGER MAcGOWAN 
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SWASHBUCKLER 
Yaquinto Publications, Inc. 
Album game based on the classic movies 

of the '30s and '40s. Rodger emphasised Ne 
images from Errol Flynn movies. The game 
was a "bestseller." 


Yaquinto Publications, Inc. 

Game based on Greek Mythology. Rodger 
emphasized 'Zeus', the most powerful god, 
on the cover. 


THE SEEDLING 


TET68 E | Vertex Magazine 
Rodger did this drawing in 1968 while Illustrated short story concerning future 
attending college. populations in space. 
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SQUAD LEADER 
CROSS OF IRON 
CRESCENDO OF DOOM 

G. I. 

The Avalon Hill Game Co. 

Below: Note the two editions of 
the cover for the G. |. gamette; 
left, first version and right, final 
version used on game box. Note the 


major changes in the background 
images. 


Rodger B. MacGowan / Desert War Illustrations 


Hg Wen 


IEEE 


ROMMEL'S WAR | | E 
Quarterdeck Game Co. | : 


OPERATION CRUSADER 
Game Designers' Workshop 


“88” 
Yaguinto Publications, Inc. 
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WESTERN DESERT ROMMEL IN TUNISIA 
Hobby Japan Operational Studies Group 


"Europa Series" being done in Japan 
„sunder license. 


BLACK SEA BLACK CROSS 
Peoples' Wargames 


NZ 
M 


STALINGRAD 
A/H General magazine 


KORSUN POCKET 
Peoples’ Wargames 
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THE RUSSIAN CAMPAIGN 
The Avalon Hill Game Co. 
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The Battle of 
Chinese Farm: 
October 15-19, 1973 


a 
R MacGowan’ 


THE FIRST COVER ART FEATURING EGYPTIAN SOLDIERS. 


LOOKING BACK 


Rodger was born in San Fran- 
cisco in 1948. He grew up on U.S. 
Marine Corps bases and installa- 
tions in Hawaii, North Carolina, 
New Jersey, Northern California, 
and finally Southern California. 
His father, Donald L. MacGowan, 
was a career Marine (30 years) 
who saw action for the Pacific 


operations of World War II to 
Vietnam. Rodger saw military life 
up close, everyday for his first 
eighteen years. He experienced 
the world through the perspective 
of those in the military. For 
example, when the U.S. sent 
forces to Lebanon in the mid- 
1950s or when the Cuban crisis 
was brewing in the 1960's, or 
when things began to build up in 


Vietnam he saw the reality of the 
military experience. It wasn't just 
on television or in the news 
magazines, it was felt at home. 
Clearly these experiences have 
influenced Rodger and had a 
major impact on his artwork. 


Rodger began doing military 
history illustrations when he was 
in the seventh grade. At the time 
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he was living outside Phila- 
delphia (where his father was 
stationed) and he became inter- 
ested in the American Revolu- 


to Valley Forge and other Revo- 
. lutionary War sites his interest 
increased and expanded. Soon he 
began doing drawings of Civil 
War soldiers and battles. His 
interest in the Civil War was 
strengthened during this period 
„since it was the Centennial 
Celebration (1961-65) of the war. 


When Rodger was in high 
school he had two friends who 
greatly influenced him in the 
direction that would some day 
lead him to become a wargame 
illustrator and graphic designer. 
One friend introduced him to 
wargames, and the other shared 
his interest in military history art 
and recommended that Rodger 
spend more time developing his 
artistic skills. 


Rodger went on to UCLA as 
an art and motion picture major. 
He continued to work on subjects 
relating to military history, but 
he also expanded into many other 
artistic areas. This was the late 
1960's and the Vietnam War era. 
Rodger's art took on a new 
direction and look. 


Upon graduation from UCLA 
Rodger pursued a career in film, 
TV and publishing. He started out 
at an advertising agency in 
Hollywood as an accounts’ mana- 
ger for a major book and magazine 
publisher. The publisher handled 
over twenty different magazines, 
including Vertex, a new science 
fiction publication and Mankind, 
which was devoted to world 
history. Rodger found himself 
looking for opportunities to go to 
the art department at the 
publishing house. During this 
period he got to know the art 
director and graphic artists and 
watched them work day-to-day. 
What was becoming apparent to 
him was that he wanted to trade 
in his office desk and typewriter 
for a drafting table and T-square. 


tionary War. After weekend visits. 
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Opportunity knocked one day 
during a production meeting on 
the next issue of Vertex. The editor 
was enraged. He had just gotten 
off the phone with his cover artist 
for the upcoming issue. The artist 
had been ill and had not begun to 
work on the cover. Panic set in. 
Later that day Rodger dropped in 
to the editor's office and suggested 
that he might do a cover for him. 
The editor was, of course, hesitant 
but interested. Rodger dashed 
home to his apartment, grabbed 
some of his most recent illus- 
trations and returned. The cover 
assignment was his and the 
beginning of Rodger’s “profession- 
al” career in illustration and 
graphic design had begun. Within 
one year he became head 
illustrator for Vertex and Man- 
kind magazines and soon after 
that RBM Graphics and Design 
Studio was founded (1973). | 


Rodger's.interest in military 
history and wargames remained, 
but this was only a hobby to him. 
It stayed that way until 1974. 
Around this time Rodger started 
his own "amateur" publication en- 
titled. Arquebus. The reason he 
started this magazine was simple. 
To stay in touch with his wargame 
buddies who were scattered all 
over the place. They shared battle 
reports, game reviews and the 
like. Rodger became more and 
more involved in the making of 
Arquebus. Art, graphics, maps, 
and so on began to make his 
“amateur” rag more than one 
might expect. One day, a good 
friend from San Diego called in 
response to the new issue and 
said, “...why don’t you go 
professional with it?” Rodger’s 
first impulse was to disregard the 
idea, but later, upon reflection, he 
decided to give it a try. The result? 
Fire & Movement magazine. See 
F & M #49 for this story. 


Around the time Rodger was 
creating F&M he was approached 
by the Avalon Hill Game 
Company to do a boxcover and 


package design for The Russian 


Campaign. Avalon Hill had seen 


‘adulthood he has seen that the 
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some of his work for Vertex and 
Mankind magazines and they 
were impressed. 


Rodger's background made 
this a natural. His knowledge of 
military history, military life, the 
wargame hobby, and of course, his 
artistic talent came together. The 
chemistry was right and the rest, 
as they say, is wargame history. 


ARTISTIC PHILOSOPHY 


When one looks at Rodger 
MacGowan's artwork you see one 
factor, one element that 
dominates all else. It is the human 
factor. Rodger does not feel that 
the machines of war should 
dominate, or be the central focus. 
Having grown-up in a military 
environment. Having gone to 
military life (rom childhood to 


"human element" is the most 
important factor in all matters 
relating to war and conflict. | 
"Therefore, when you see the body 
of work Rodger has done, you see 
how individual soldiers, sailors 
and airmen dominate his work. 


Rodger's art is also concerned 
with detail and historical ac- 
curacy. He works hard to show the 
proper uniforms, medals, 
weapons, etc. This desire for 
accuracy is matched with endless 
hours of research and reading. 
Rodger remembers back to the 
1960's when AH presented 
artwork the likes of Tghe Battle of 
the Bulge and Anzio. The lack of 
historical feel and accuracy found 
on those covers denigrated the 
games themselves. Rodger knew 
he could do much better, even at | 
sixteen years of age, and as fate 
would have it, he would get the 
chance many years later when 
Avalon Hill asked him to do the 
covers to the new editions of those 
"classic" games! Rodger wanted to 
give wargame packaging the look 
of historical accuracy with the 
dash and excitement of profes- 
sional art and modern design. He 
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knew it could be done, and he did 
it. 


Rodger's philosophy also in- 
cludes balance. Balance in terms 
of subject. He saw the need to 
portray ALL sides of a conflict. 
And, with his first assignment, 
The Russian Campaign, he 
portrayed Soviet troops on the 
cover of a wargame for the first 
time ever. Later Rodger would 
break new ground by doing the 
most successful "series" of 
wargames in the history of the 
business... the Squad Leader 
'series. He insisted that each game 
and gamette should feature a 
different nationality on the cover 
(the original plan was Germans 
and more Germans). Rodger 
perservered and it's hard now to 
imagine the series in any other 
way. Later Rodger would be the 
first to show Egyptian soldiers on 
the cover of an Arab-Israeli game, 
GDW's Suez '73; then first to 
show Japanese pilots and crews on 
a Pacific WWII game, AH's Flat 
Top; and so on. His intention was 
simple enough. Human beings of 
all nations and races fight wars. 
Rodger would be criticized for this 
and accused of many things, but 
time has shown that he was 
correct and today all wargame 
artists have these precedents, 
secured by Rodger's efforts, to 
-build upon with their own work. 


In fact, it was this sensitivity 
to balance and awareness for 
visual equality in imagery that 
brought Redger to the attention of 
the president of Hobby Jaoan in 
Tokyo. Hobby Japan asked Rodger 
to do the packaging for their 
whole line of wargames and he 
went on to create a look which has 
helped to make Hobby Japan 
number one in Japan in the 
wargame field. 


Rodger's philosophy is also 
concerned with feeling. His art is 
not intended to show war as 
heroic, exciting, fun. He wants the 
game player to feel the 
seriousness of war, the valor, the 
sacrifice and effort of the com- 
batants. 
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In case you're not sure which oe | | 
art work is Rodger MacGowan's Jihad! | 
` we have included a partial list of Kanev 
| Pox art covers p, S : 
Advanced Squad Leader Kriegsmarine — GOES TO-WAR 
Air War NE Lawrence of Arabia Tunisia, March-April 1943 
American Civil War |. D Le Grand Empire P a - 
Anzio | | on Lodz |. 
Apache oo og z Longest Day 
Armor l Malaya/Burma 
Army of the Potomoc Manassas 
Army of the Tennessee — . We Mayday 
Assault pv | 
Assault on Lenigrad 
Assault on Tobruk 
Basic 3 
Battle Cry! 
Battle for Moscow 
Battle for Stalingrad 
Battle of Midway 


Mediterranean Campaign 
Midway Campaign 
Mythology 
Napoleon at Lutzen 
Narvik 
Norway 1940 | 
O'Connor's Offensive PanzerKrieg 
Operation Crusade Panzerkrieg (AH) 
Operation Market Garden  PanzerPranks 
PanzerArmee Afrika ' Pearl Harbor 
PanzerGruppe Guderian Race to the Meusė 
BRON | Red Army | 
Red Baron `i . 
| i | 3 Red Star / White Eagle 
i Road to the Rhine. 
| Św, Rommel $ Tunisia 
The Battle of Midway AR TWA AR | Rommel at Bay 
| Rommel's War 


Battle ofthe Bulge ©, 1815 i RE: 
attle of the Bulge xs ua M Russian Campai 
Beachhoad Fall of France = paign 


Fall of France (GDW) ię: | Sinai Front 
R "et Black Death Fall of South Vietnam > i Wop Fn 0 
M Fight on the Beaches. —— E j arú p torm Over Arnhem 
DUCK "Fire in the East ' m 3 at Struggle of Nations 


Burma am s E EM WA Struggle for Stalingrad. 
Carrier Strike  Flattop WA CZ = Suez 73 


i . ^ Fortress Europa dre UE 4 ke. 
dut anne _ Frederick the Great i Woke ga Swashbuckler 


o a, French Foreign Legion iW em TAC 
Coral Sea Puryinthe West xn aw. T p, waz 
Cossacks Are Coming GE ou RINE ON. ufam 
Crescendo of Doom one pa Verdun 
Cross of Iron | Ce NS | srantrurt Wario hand Wars 
Custer’s Luck UNS of Olympus | Warring States 
Dark Crusade i l i Western Desert, 
Dark Stars | Inchon "E US5'USS5SR White Death 
Desert Victory Incredible Victory FUTURE WARFARE World in Flames 


| Divine Wind Ironbottom Sound IN WEST GERMANY 
'88” | I Will Fight No More Forever - World War III 
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DUELIN THE 
DESERT 


by 
Dirk Blennemann 
| and 
Ulrich Blennemann 


World Wide Wargamers' Duel 
in the Desert. game simulates the 
North African campaign from 
April 1941 until November 1942. 


Here are two options that, in 
our minds, help to make this game 


5.3.2 Drawing Supply 
Reduce the length of the 


-~ supply line to six movement points 


(MP's). The off-road portion may 
not exceed: 

Germans - 6MP 

Allies - 5MP 

Italians - 4MP 


9.3 Placement of minefields 


The Axis player can build one 
minefield every second turn, while 
the Allies can place one each turn. 
In order to build a minefield there 


must be a/supply unit and an - 


infantry unit (infantry, mech 
infantry, not infantry or paras) in 
the hex where the minefield is 


DUEL IN THE DESERT 


supposed to be built for one 
complete turn. When the 
minefield has been built, the 
supply unit is removed from the 
game map. 


a little bit more historical. 


The Errata Bank 


is the source for errata to in-print 
and out-of-print games. It has 
been compiled from official errata 
and magazine's errata from over 
the past 15 years! 

There is a nominal charge of 
25g per page for photocopying. 
We're always looking for errata 
donations, too! To get a free list of 
available errata, write: The Erra- 
ta Bank, P.O. Box 98, Station "D," 
Toronto, Ontario, Canada M6P 
3J5, or call: (416) 767-4425. 
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NORTH AFRICA CAMPAIGN 


CAMPAIGN 
| FOR 
. NORTH AFRICA 


Serious wargamers take note of the 


b | i 
Dirk & Ulrich Canadian Wargamers 
Blennemann Journal 


This is a new and excellent little (8.5" 
x 7”) wargaming magazine recommended 
by the editorial staff of F&M. Each issue is 
full of reviews, variants, strategy articles 
and Canadian gaming news. A must for 
any grognard worth his salt. 

The price is $1.50 for a sample copy, or 
$9.00 for a six-issue, bi-monthly subscrip- 
tion. (US postage paid). 

Send checks to: CWG, 223 Whitehorn 
Crescent N.E., Calgary, Alberta, Canada 
T1Y 1X7. 


the Axis side wins the game 
immediately. On a roll of three 
(3), four (4), five (5), or six (6) the 
Allied player has won and the 
game is finished. 


To make this popular and 
much played classic even more 
fast and furious, here comes one 
option. 


Playing this option you can 
tell your friends that you have 
played Campaign for North Africa 
to a conclusion and be happy 
forever! 


In every scenario, after setup, 
before anything else has been 
done, the Axis player rolls one die. 


On a roll of one (1) or two (2) Circle Reader Service #13 
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bog hex when it becomes a swamp 
(due to rain) are TED. They may 
attempt to regroup during the 
‘disruption removal’ phase. 


9.1 Permanent bridges may be 
blown by units that enter a 
bridged hex or by artillery by 
bombardment. A bridge is 
attacked during the barrage 
phase for artillery, or combat 
phase for other units. A bridge 
bombarded by artillery may 
absorb TWQ disruptions per 
| phase if the bridge is printed on 
the map, or ONE disruption if 
built by engineers. On a SINGLE 
result greater than this, the 
bridge is destroyed. ZEN 

If a combat unit spends a 
combat phase in a bridged hex, it 
may attempt to destroy it. Infan- 
try or cavalry destroy the bridge 
ón a roll of 1,2,0r 3. Engineer 
units destroy it automatically and 
do not have to roll for it. All other 
units destroy it on a roll of 1 or 2. 
If the unit attempting to destroy 
the bridge is German modify the 
roll by -1. If the unit is is Hungar- 
ian modify the roll by +1. There 
is no modifier for Russian and 
Rumanian units. The unit at- 
tempting to destroy the bridge 
may not engage in combat during 
the combat phase. À stack may 
'use any or all units in an attempt 
to destroy the bridge. 


10.0 CORRECTION: A die roll of 
1-4 results in dry weather. A roll 
of 5-6 is rain. 


11.0 Air attacks may occur only 
during the combat phases, NOT 
during the barrage phases. 

- Beginning on turn 9, the Ger- 
mans receive two air attacks. An 
air attack occurs during a combat 
‘round. Example: The Russian uses 
an air attack in round one of a 
combat phase. Another combat 
round happens involving the same 
units. For air support, the Russian 
would have to use an additional 
air attack. A single air attack 
applies to only one round. They 
only occur for the attacking units. 
An air attack on a hex containing 
an HQ is aborted if a roll of one is 
rolled. If the target hex contains 
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any German AA units, the air 
attack aborts with a roll of 1-2. If 
aborted, the air attack benefit is 
lost for that combat phase. 


12.1 When firing a barrage, any 
result to the target is applied. If 
an 'R' occurs, the defender stack 
retreats one hex. If a number 
results, the defender MUST dis- 
rupt (not retreat) in some manner. 


12.2 All units are considered to be 
in supply during the first turn of a 
scenario. Supply lines must 
ultimately end on a friendly play- 
er map edge. Units which trace a 
path along a road do not have to 
trace a path to a HQ. Once traced 
to a road, the path is unlimited 
while moving along the road. 
Units which trace to a HQ must be 
in range of their correct divisional 
or corps/army HQ. The HQ must 
then trace a path along the road to 
a friendly map edge. The HQ must 
be in, or adjacent to, a road, 
otherwise, the HQ is not con- 
sidered in supply. 


12.3 An HQ may only remove one 
disruption from a unit that is in 
range and capable of disrupting. 


12.4 Four reserves may be com- 
mitted in any, and all, rounds. 


13.0 A unit may not attempt to re- 
group unless it is in supply, not in 
a swamp hex, and for HQ/Artill- 
ery breakthrough units, not in a 
zone of control. An HQ Break- 
through Artillery unit will not 
spend a disruption point unless it 
is capable. 


A. AG Fretter-Pico HQ has 7 
disruption points and 3rd 
PzCorps has 6. 

B. A Disrupted unit which 
takes a second disruption 
due to combat or artillery 
barage is destroyed. If the 
second disruption is due to 
lack of supply, terrain or 
any other reason, it re- 
mains in play. 

C. An HQ may only suffer its 

last disruption point due 

to enemy action. 
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D. For this rule, the + 1 mod- 
ifier for motorized units 
does not apply to mechan- 
ized units. 

E. HQs are disrupted even 
when stacked with friend- 
ly combat units adjacent 
to enemy units. 

F. During combat, an HQ 
may absorb losses of a 
friendly unit if the HQ of 
the defending unit is with- 
in range. This range may: 
not enter enemy ZOCS. If 
it's in range, the num- | 
bered result may be 
absorbed ONLY if the HQ 
itself is NOT disrupted. 

G. During removal phase, 
HQ may spend points to 
regroup units before the 
die roll occurs. Spending a 
point will automatically 
allow a single unit to re- 
group. 

H. Any non-divisional Ger- 
man unit may trace to any 
Axis HQ for supply or re- 
grouping. Any unit may 
trace a path to a Corps/ 
Army HQ for supply or re- 
grouping. 


RULE EXAMPLE: The Russian 
attack, resulting in a 3. The 
German defender is within HQ 
range. The German stack may 
elect to retreat 3 hexes, or disrupt 
3 defenders which are attacked. 
Or allow the parent HQ to absorb 
3 disruptions by marking off boxes 
under that HQ. Any combination 
of the above may occur. 


Had the HQ not been in range of 
the defending stack, the German 
would have had only two choices: 
disrupt all defending units, or 
retreat all defending units. In this 
instance, the German could retreat 
one hex and disrupt two units, or 
any combination thereof. 
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. TURN 2 
5 


10 


11 


12 


14 


15 


16 


17 


19 


SET-UP CORRECTIONS 


Ge 1176 PzBn #4832 
Ru 6th Gd Tk Army 
HQ #4352 

Ru 9Gd Mech Corps 
#4152 

Ru 33 Rifle Corps 
#4352 

Ge 721 AT bn (delete) 
GE 4th Pz Corps HQ 
#1022 

Ru 6thaT x #2853 

Ru 1672 AT Reg. ' 
#4352 

Ge 24Pz xx #1052 

Ru Rumanian 2xxHQ 
#1453 

Ru 23Tk Corps units 
#4846 - #4839 

Ge 503 Tiger Bn 
#1052 

Ru 58 Eng. Bn #4352 
310 Hvy Tk #4152 
1059 Tk Reg. #4152 


' 1067 Lt Tk Reg. 


#4152 

1202 Tk Reg #4152 
1505 Hvy Tk Reg 
#4152 | 
Ru 81st Gd xx 41253 
24 AT x #4352 

Ge 12-8 AA Bn #1003 
72 Corps HQ #4815 
Ru 93rd Gd xx #4152 
Ru 47 Corps HQ 
#4845 | 

Ge 3 Mtn xx #4819 
Ru 206 xx #4843 

Ge Hung. 1Mb xx 
44843 

Hung. 25 xx #4807 
Ru 31 AT x #4352 
27Gd Corps HQ 
44352 > 

Ge Hung. 10 xx 
44807 


The above units enter at the 
designated hexes or within two 
hexes of the noted hex. If blocked 
by enemy units, the entering 
units may fight their way onto the 
map from the map edge. 


SCENARIO TWO. 
CORRECTIONS 


The listed deployment of the 
troops in the game's rulebook is 
not an accurate recreation of the 
historical deployment. Following 
is a more accurate deployment. 


Units not mentioned set up, or 
arrive at the hexes/time as stated 
in the rules. Note that some of the 


'units listed as reinforcements in 


the rulebook were, in reality, 
present on the map. 


The deployment for the 
campaign game and scenario are 
correct as printed. One exception 
is that all Axis units schedulted to 
enter on turns 19 and 20 should 
enter on turn 17 on a roll of 1-3, or 
turn 18 on a roll of 4-6. 


For scenario two and the 
campaign game, the latter half of 
October was wet. Rain occurs with 
a roll of 5 or 6. The bog area was 
really quite marshy and should be 
considered from October 10 on- 
ward as a marsh/swamp. 


The deployment hexes herein 


listed are historically accurate, 


and units in most cases set up in, 


.or adjacent to these noted hexes. 


AXIS 

1054AT Bn, 13Pz xx- 42641 

FHH xx- #2845 

716 xx- #2947, #3153, #3351 

109Pz Bn- #3651, #4051 

1Pzxx- 3hexes from #3448 

23 Pzxx- 4 hexes from #4146 

24 Pz xx, 503 Tiger Bn, 4PzC HQ - 
41051, 41151, 41522, 41253 

46xx- #4547 

3PzC HQ and units, plus the fol- 
lowing: 465 Reg, SS Cav., 662 
AT, 228Pz Bn, 1176Pz Bn, 
289AA, 603, 661, 663, 721 AT 
Bns, all engineer Bns. - All 
are in the 5 hexes of Debrecen. 

72nd Corps - #4843 

Static Inf units - 41340, 43330, 
#4028, 41824,41425, #2515, 
#2125 

4-10 AA units - Debrecen, #1129, 

-Miscolc, #4712 
1257Pz Bn - #4248 
AT - #4149, #4052 
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NOTE: To simulate part oí the 
24th Pz and 503 Tig Bn being 
diverted south of the map, roll two 
dice. The result is the number of 
units from the 24th Pz which set 
up. for the 503 Tig Bn, roll one die. 
A roll of 1 or 2 causes all units of 
the 503rd to be deployed. Any | 
other result, and only two units 
may deploy. . 


RUSSIANS . 
The Russians deploy first. 


4th Cav, 6th Cav Corps and 7th 
Mech Corps - 2 hexes from #3540 

9 Gd Mech Corps - Enter first turn 
at #4352 

5 Gd Tk Corps - #4550. 

18th Tk Corps - 41746 

18 xx and 100 G xx - 42443, 
#2446 

203 xx - #1148 

11AT and 34 AT - #2246 

6th Tk Reg - #2545 

1316 AT and 1672 AT - #2147 

17 Eng Bn - #2552 

4th Motorcycle - #1952 

OP Pliew - #3540 i 

49C HQ - #2347 

6 Gd Tk Army HQ - #4453 


-53 Army HQ - #1747 


Ru 1 Cav xx - #2551 
Ru 4 Inf xx - #2952 


243 xx - 41452. 


337 xx - 41850 

Ru IV xx - #1952 

94 Tk reg - 44752 

232 AT - #4653 - 

6 Gd Tk Corps - 44852 
2 Ru xx - #1652 

375 xx - #1947 


LEADERSHIP 
New Rules 


Leader counters represent 
the commander of the 
designated units. These 
leader units have no 
ZOC, are never disrupted, 
are always in supply, may 
Stack at no cost, and may 
regroup any units with 
which they are stacked. 


12.5 


Leader counters effect the 
attack and defense of the 
units with which they are 
stacked, or with which 
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‘they are subordinated if 


within range. When the 
units are attacking, the 


.— leader modifier is added to 


12.51 


12.52 


12.53 


12.54 


12.55 


12.56 


the attack, and when on 
defense, the leader modi- 
fier is subtracted from the 


 attacker's die roll. 


Only one leader can modi- 
fy the die foll. If more than 


. one leader is in the stack, 
choose the one you wish to 


have modify the die roll. 


' At least one subordinated 


unit, must, be in the de- 
fending hex, or attacker 
hex in order for the modi- 


fier to be applied. : 


If the units involved are 


not within range of their 


leader, no modifier may be 


used. A leader may only 


modify his own units. 
However, if the units can 
trace to a non-divisional 
leader (Corps, Army) the 


modifier may be used. 


If an eligible divisional 
and Corps/Army leader 
are both within range of a 
subordinated unit, always 
use the highest level 
leader. 

This leader precedence is 
as follows: Army, Corps, 
and Division. 


Leaders may only cause 
the units with which they 
are stacked to regroup. 


Prior to moving a leader, 
the player must specify if 
it (the leader) is traveling 


by foot, or is motorized.. 
Once decided, the leader 


will travel by that mode in 


. the movement phase. 
Leaders may only enter an 


E i enemy zone of control, if it 


is occupied by a unit 


friendly to him. If caught 
alone the leader is 
destroyed and may not 
return to the game. The 
leader modifiers may 


apply to any number of 


12.57 


combats, in each round. 


Leader ratings range from 
P — Poor, G=Good, and 
E = Excellent. This rating 
never changes and effects 
the ranges to which their 
control extends. This com- 
mand range may never 
pass through enemy coun- 
‘ters, or their zones of con- 
trol. 
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Attention 
Game Convention 
Organizers! 


GAMA, the Game Manufacturer's Associ- 
ation, is interested in your bid to host its 
Origins convention on a national or 
regional basis. Yes, smaller, regional 
Origins bids are now being accepted! 
Contact the Site Selection Chairman: 

Martin Wixted : 

c/o West End Games 

251 W. 30th Street 

New York, NY 10001 
for a bid application form. Why not host a 
regional Origins in your area? 
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LEADER RATINGS 
Poor - Must be adjacent to units 
they wish to effect. 
Good - Must be within 2 hexes of 
the units they wish to effect. 
Excellent - Must be within 4 hexes 
of the units they wish to effect. 


ADDITIONAL UNITS 
The following chart list units 
which should be.added to the 
game. 


STRATEGICON presents 
World Wide Wargames' 
Keith Poulter at 


ORCCON 11 


ORCCON 11: at the L.A. Airport Hyatt 
Hotel, February 12th - 15th, 1988, over 
President's Day Weekend. Pre-register 
for only $20.00 if postmarked by January 
31st, 1988. To pre-register, or for more 
convention information, contact: 

Diverse Talents, Inc. 

ORCCON 11 

5374 Village Road 

Long Beach, CA 90808 

or call (213) 420-3675 
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ADDITIONAL UNITS 


UNIT 


Fhh xx 

3 Pz Corps 

AG Fretter-Pico 
Hun. 7th Corps 
] Pzxx 

13 Pz xx 
23Pzxx . 
76xx | 

4 Pz Corps 

24 Pz xx 

46 xx 

3 Mtn xx 

15 xx 

72 Corps 


6 Gd Cav Corps 
4 Gd Cav Corps 
7 Mech Corps 
OG Pliew 

18 Tk Corps 

49 Rifle Corps 

5 Gd Tank Corps 
53rd Army 

9 Gd Mech Corps 
6 Gd Tank Corps 
2nd UK Front 
57 Rifle Corps 


Maj. 
Maj. 
j. Gen. Fretter-Pico 


COMMANDER 


Gen. Pape 
Gen. Breeth 


j. Gen. Marcks 

j. Gen. Mikosch 

j. Gen. Kraeber 

j. Gen. Abraham 

j. Gen. Gille 

j. Gen. Edelsheim 

j. Gen. Ropke 

j. Gen. Wittmann 

j. Gen. Buschenhagen 


. Sokolov 


. Vinogradov 
. Pliev 


Cheryakskiy 


. Managarov 


MODIFIER 


Good 
Excellent 
Good 
Poor 
Excellent 
Good 
Excellent 
Excellent 
Good 
Poor 
Good 
Excellent 
Poor 
Poor 


Good 
Poor 
Poor 
Good 
Good 
Good 
Excellent 
Good 
Good 
Excellent 
Excellent 
Poor 
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27 Army 
6th Gd Tk Army 


Poor 
Excellent 


Gen. Trofimenko 
Gen. Kravchenko 


WE r2 WWNNWNNNRPED 


NOTE: 5 Gd Tank, 6th Gd Tank and 9th Gd Mech Corps units are part of 6th Gd Tk Army. 


23 Tk Corps 

47 Corps 

33 Corps 

1st Gd Landing Corps 
OK Jakowlew 


Excellent 
Good 

. Good 
Good 
Good 


German units may trace to Corps/Army HQ. Russian Cavalry units may trace to only a Cavalry 
Corps HQ. Infantry units trace to 49, 57, 47, 33 Corps. Units of a tank/mech corps must trace to that 
Corps leader. Any independant unit can trace to any Divisional, Corps, Army leader. Rumanian units 
trace to any Russian leader. Hungarian units may trace to any German leader. | 
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MORE PANZER VICTORIES 


James E. Meldrum 


After playing West End 
Games' Last Panzer Victory 
game it doesn't take long to notice 
that a number of possibilities 
exist for variants on the simula- 
tion of the battle of Debrecan. 


One variant may simulate the 
absence of Rumanian forces in the 
battle since they could have been 
either eliminated or engaged in 
operations elsewhere. To simulate 


this possibility, remove all 


Rumanian units from all 
scenarios in which they appear 
either as initial units or reinforce- 
ments. - 


A further variant may be played 
based on the assumption that 
Rumania is still a member of the 
Axis. When this variant is used, 
Rumanian forces appear in both 
the campaign game and in any 
other scenarios in which they 
appear as initial units. Due to the 

| long-standing political differen- 
ces, neither Hungarian nor Ru- 
manian units may stack together 
or participate in the same attack 
on an opposing unit. 


If the units of Army Group 
Woehler were able to leave the 
| Transylvania sector sooner, the 
German forces would have been 
much stronger at the start of the 
battle. This situation may be 
simulated in three ways: 


1. All German reinforcements 
arriving on turns 10-18 in the 
regular game may arrive two 
turns earlier than indicated. 
Units which would arrive on, or 
before, turn nine are treated as 
initial units and placed on the 
map at least eight hexes from the 
south edge of the map in Scenario 
2. In the campaign game these 
units enter the map at their 
designated locations two turns 


earlier than indicated. This 
variant is based on the assump- 
tion that retreating German units 
were able to move more quickly 
and retreat in better order than 
their opponents. 


2. The second way of experi- 
menting with A. G. Woeher’s 
early arrival on the outcome of the 
game is to use all German 
reinforcements from turns 10 


through 12 as initial units and 


have all other German reinforce- 
ments (not their allies) arrive one 
turn earlier than indicated. All 
Russian reinforcements arrive 
one turn earlier than indicated. In 
this variant, the Germans are 
assumed to-have conducted their 
evacuation much earlier than 
they did historically. 


3. The final variant assumes 
that the Germans assigned top 
priority to evacuating their 
panzer and motorized formations 
before all other units. When this 
variant is used, all. German 
panzer and motorized formations 
normally appearing as reinforce- 
ments on 10 through 18 are 
together as a single group on turn 


:10 on hex 1052. All other units 


appear normally at the indicated 
times and locations. 


1190 E. Colorado Blvd. 
Pasadena, CA 91106 
(818) 449-9107 


Along with one of the largest 
selections of metal, wargaming 
and fantasy figures, the world 
famous Gaming House offers a 


complete selection of fantasy, 
adventure and historical games 


atlow prices. 


| Ask about our exclusive, special ordering| 


program. 
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HISTORICAL RESEARCH - - WHY AND HOW 


T 
Kevin Zucker 


I have found that it usually 
doesn't pay to rush into the execu- 
tion of a project. It's easier to take 
the time before hand to check your 
facts, rather than have to make 
corrections half-way through. 


For instance, when designing 
wargame maps,.the first fact I al- 
ways require is the size of the map 
sheet after it is trimmed by the 
binder, and before I do anything 
else I want to see where the outer 
margin will fall. 


Ironically, the more work you 
have invested in a project based 
on wrong assumptions, the more 
desirable it is to begin again. | 


This explains my attitude 
toward historical research rela- 
ting to game design. I try to avoid 
surprises once the design is be- 
gun. 


If a vital bridge or ford or crest 
is left off the map, or not 
positioned properly, the confused 
designer may find himself forced 
to "fudge" the strength, say, of the 
unit that's supposed to hold that 
location. Now, he has compounded 
an error on the map with incorrect 
strength. 


I have a feeling that the prime 
ingredient in many a game design 
these days is fudge. 


It is certainly true that every 
game has a certain amount of that 
tell-tale confection. The most 
exacting designer must reach a 
point where, after studying all 
the variables, he concludes that 
things don't feel right. At this 
point his intuition tells him where 
to add and subtract "weight". And 
you could call this adding and 
subtracting, "fudging". But if so, it 
is a different variety than the 
wholesale fudge that takes the 
place of proper front-end research 
in many game designs. These 
games' designers probably think 
they will fine-tune their initial 


guess during the design process. 
The problem is, however, that the 
game becomes dependent upon the 
balances set up by those initial 
trumped-up figures. And when, 
later on, the designer discovers 
how far off are his values from the 
historical truth, he realizes that 
he cannot now change the values 
as radically as historical accuracy 
would require, without starting 
over on the design. Probably to 
many designers the possibility of 
beginning again with the right 
figures never occurs. All their 
experience has taught them that 
historical veracity is impossible to 
maintain. 


In fact, I believe it is no more 


difficult to create a game design 
based on a firm foundation of fact 
than it is to cook up a big batch of 
fudge. Starting out with an accur- 
ate. manpower estimate for the 
forces and an accurate map will 
eliminate the need for great 
amounts of tinkering and jiggling 
of numbers to make the game 


. come out with the right results. 


Doing the manpower research 


is not difficult, provided you have 
access to a large research library 
like those found on university 
campuses and maintained by 
state governments. Then there are 
the archives of the nations in- 
volved, but you probably don't 
have.to go to this extreme. Also, in 
our hobby there are networks of 
researchers who specialize in OB 
information for particular periods. 
If you can find these folks they are 


most often happy to see their. 


efforts made use of with their 
name in print beside them, 
properly credited. 


You do not have to read every 
book you find on your particular 
campaign. Use the index... Read 
it thoroughly. Check every refer- 
ence you can find as to manpower, 
individual units, replacements, 
hospitals, depots, recruitment, 
etc., ect. Checking these entries 
will lead you to other key words 
which you can in turn look up in 


‘the index. In thirty of forty hours 


of library time you should have 
enough information. 


regarding map research, it is 
probably better, because of aerial 
photography's advent, to use a | 
modern source as your point of | 
departure no matter what area | 
you're researching. Usually the 
alignment of roads does not 
change. Rather, you just need to 
determine which roads are on 
entirely new alignments, and 
which major routes have declined | 
to secondary status. Use period 
maps and sketch maps in the | 
history books to estimate this. The 
sources will not agree, so you have 
to use your judgement. regarding | 
rivers, by and large, they don't 
move drastically over a century or 
two. Woods tend to shrink, but not | 
always. Sometimes the trend is 
reversed, and sometimes, where 
there are slopes, they are just 
never cleared. But it is unlikely 
you will find anything reliable on 
woods coverage in pre-1850's 
sources. In those days the best 
surveys were made by military 
engineers, who were limited 
to select lines and points of 
interest. 


In researching my series of 
operational-level games on the 
Napoleonic campaigns, I have 
found it necessary to estimate the 
tota! manpower pool of a nation, to 
know exactly how many were 
liable to call-up, and so on. This is 
because of the importance of 
march attrition at this level in 
this particular era. In order to 
calculate attrition, I need to know 
the strength of the army at the 
beginning and end of the 
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campaign, its total of reinforce- 
ments (not so hard) and replace- 
ments (almost impossible), and its 
total combat losses in every action 
of the campaign. | 


The most important sources 


*In addition, there were se- 
cond and third line troops. On 
June Ist, however, the French 
had, for all field forces only 
366,000 muskets (the garrison 


material on manpower was re- 
printed as appendices in the 
newest addition to the series, The 
Emperor returns. There you can 
see the many reductions in man- 
power occurring between the 
recruiter and the front line. The 


situation was involved enough 
that I had to design a sort of game 
on the subject just to develop. the 
proper replacement levels. A 
diagram of the manpower pipeline 


in France in 1815 would look like 


the following chart. 


troops had repaired old weapons). along the way. This chart, can 
Every month or so, each group of help to illuminate the process by 
men listed would move up on the which manpower is estimated. 

chart by one line unti! it reached - 
the front, with deductions all 


©R. MacGowan 
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FEEDBACK FORUM 


Feedback Forum 
Battleplan Issue £4 Feedback 


Ranked by Popularity 
# Feedback Forum 
Block Party (Ambush) 
Shogun: The Replay 
Battlewagon Scenarios 


Squad Leader 
Scenarios 
. Gamer's Guide 
. Classifieds 
Midway Scenarios 


So what does this mean? 

Basically, you enjoyed our new 
Feedback Forum column, our dialogue 
with you, the readers of Battleplan, most. 
Reading your Feedback comments is very 
enlightening for us, so keeps those cards 
and comments comming! 

' Obviously, the larger articles are the 
more popular ones among our readers. 
Interestingly, these are the very ones that 
create love/ hate on the newsstand. If we 
don't pick the right two or three games to 
really cover, we could have a poor issue in 
terms of sales. For that reason, each issue 
will be built on these "features" (including 
the upcoming mini-wargames), with the 
morter holding it all together being the | 
shorter variants and scenario pieces. 

This section is where we respond to 
the remarks made by our readers through 
their Feedback Cards. Perhaps your 
questions and comments will appear here 
next issue! 


Reader’s Comments: 


“Cover art was nicely done, but a 
very poor subject (it made me 
embarrassed to be seen with the 
magazine, and I get enough gibes 
about gaming as it is).” 

-Ray Russell 

Minneapolis, MN 


“Your front cover looks like a pin- 
up for Soldier of Fortune 
magazine.” 
' -Michael C. Marks 
„Hope,AR ' 


Well, we tried something different, 
that's all. We'll be switching back 
from sex to violence on our covers 
again. By the way, the artist, 
James Talbot, has left Victory 
Games for M ilton Bradley. Sort of 
makes you wonder what he could 
have done for the cover of Axis & 
Allies... 


“Great Ambush scenario! Please 
publish more.” 

-Phil Richards 

Denver, CO 


“A little staler than last issue, but 
keep up the good work. Hope to 
see some mini-wargames soon.” 
-Fred Minard 
Pittsburg, PA 


"Not everyone is a Squad Leader. 


or Son of SL freak! There are a lot — 


of great games that could be 
covered. AH's Russian Front is a 
great game. Let's see some ink on 
it! Victory Game's Civil War is 
another. Come on!" 

-Todd A. Hively 

Waco, TX 


All we can say is, that if you want 
to read it here, write it for us! We 
can only publish what you write!! 
After all, being creative is a part of 
being a wargamer, so put your 
scenario and variant ideas to 
paper and send them in. 


"Why is "Civil War" (feedback 
question #39) always taken as a 
vote for ACW? Why not colonials, 
Franco-Prussian, etc? That's what 
I'd like to see, not the 1001st game 
on Gettysburg. Pleas do Zulu 
War!” 

-R. Dral 

Columbus, Ohio 


"Include ratings for solitaire 
playability. How about a mini- 
wargame on Charlemagne's 
campaigns?" 
-Steven Lakoff 
Philadelphia, PA 


Well, beginning with this issue, we 
will be rating games for solitaire 
playability, so that was an n easy 
one. © 

As for doing a game on the 
Franco-Prussian war or | 
Charlemagne s campaigns, if 
you're willing to design it, we're . 
willing to feedback it in a future 
issue and see what the readers 
would like to try. It's not enough to 
complain about something you 


.don't like, you have to be willing to 


do something about it. Are you up 
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to the challenge? Just send ina 
brief game proposal and we'll give 
it some play in the feedback 
questions. You could be on you way 
a career as a wargame designer! 


Works in Progress 


If you are the saintly type and eager to 
help out fellow wargamers, you may be 
interested in blindtesting/developing 
Battleplan mini-wargames. To do this, 
simply read this column, and if you would 
like to help with any game described, write 
to: Game Editor 

Battleplan Magazine 

P.O. Box 8399 l 

Long Beach, CA 90808 
and say so. What you'll get is a copy of the 
game (you'll have to fix up the components 
a bit), and the task of fixing as much of it as 
you can. You'll also get credit for your 
work, but currently, only designers get any 
pay. Why not help playtest? If you love the 
game topics described below, write to us 
today! 


Mini-wargames in progress 
around here are basically three 
right now. Up on the playtest shelf - 
right now are Zulu War, The Rock, 
and Sicily. 

Zulu War is in final playtest, 
being blindtested by three different 
groups about the country. Reports 


and feedback are coming in, and so 


the game will enter into final 
production by the time you read 
this. It you like the movies, you'll 
like this game. 

The Rock needs playtesters. It's 
a solid little wargame (forgive the 
pun). Please write if you are 
interested in the Axis assault on 
Gibralter. 

Anzio nuts may want to try the 
Sicily mega-variant. Please write if 
you are interested in playtesting. 


At this point, it is time. to 


. announce which games rated well 


in the feedback from last issue: 
Davout at Auerstadt was the — 
ranked highest. This is based on 
the Napoleon at Waterloo system 
and ought to be cute. 
. Siege and Sally rated well, so 


f Wayne Close - You can go ahead 


on this one! 

Phoney War lööks “iffy.” Mr. 
Meldrum, could you whip up a 
prototype for inspection? 

That's all for now! See you next 
issue! 
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SHANGHAI TRADER 


BATTLEPLAN #5 


There' s only one free seat on the last 
plane out to America. 


| Will you be in it? | 


Enter the world's most outrageous. boardgame tournament 
and win a free trip to America. 


The tournament will be conducted in two 
The first round will be held at- 


rounds. 
CANCON 88, in Canberra from 22 - 25 
January 1988. The second round will be 
held at GAMES 88, in Melbourne from 
1 -4 April 1988. © 


Each round will consist of a number of 
4-hour preliminary sessions and one final 
session. You only have to enter one of 
the preliminary sessions to have a shot at 
the finals, though the more you play the 
better your chances. 


The winner of the finals in the first round 
will. automatically be seeded into the 
. finals of the second round. 


The. winner of the finals in the second 


round wins a free economy class air 
ticket to the USA to attend ORIGINS 88, 
. scheduled to be held in Milwaukee, 
Wisconsin from 18-21 August 1988. 


To pre-register for either or both rounds ` 


of the tournament, contact the: convention : 
organizers: €— 


CANCON 88 | 
C/- CWS, GPO Box 1016 
Canberra City ACT 2601. 


GAMES 88 
C/- CSA, PO Box 158 
Chadstone VIC 3148. 


Registration fee is A$3.00 per session. If 

you purchase a copy of Shanghai Trader. 
from the Panther Games booth you will 
receive free registration for one: 
preliminary session, valid at either round. | 


See the December 87 issue of- 


. BREAKOUT for tournament rules. 


ANTHE 
"GAMES: 


PROPRIETARY LIMITED 


BATTLEPLAN 45 


SHANGHAI TRADER E 


Shanghai 
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TRADER 


TOURNAMENT RULES 


The normal basic game rules apply to the 
tournament.* Only the advanced game provisions 
relating to the marine detachments and the White 
Russian minder are used, albeit with modifications. 

| National characteristics are ignored. 


| Number of Players: 6 
Player Holdings: Each player begins with 


: $200,000 and one racket district, a warehouse and . 


a factory selected in the manner below. 


_., Contractor/Racket Set-Up: Ignore the Nazi 

- Spy and one of the Marine Detachments and 
. remove them from play. The remaining Marine 
.. Detachment is attached to the Transport Company 

" and the White Russian Minder is attached to the 
Frenchtown Casino. These contractors may be 
used or hired out by the owner of the racket for 


the same benefits as in the normal game. The . 


other contractors are placed as usual, eg the Lido 
Courtesan on the nightclub and so on. 


Price of Rackets: All rackets cost $40,000. 


Initiative: All players roll for initiative. Highest 
goes first of course. 


Racket Allocation: All racket cards except the 
Shanghai Club and the Soochow Creek Emporium 
are shuffled and placed face down in a stack. The 
player with the highest initiative chooses one card 
from the face down stack, the next highest player 
follows. 


Players then place one of their racketeer and two 
-Of their coolie counters in the district they have 
drawn. The remaining six rackets (including the 
Shanghai Club and Soochow Creek Emporium) 
are left vacant but may be purchased in the usual 
manner. . 


Warehouse and Factory Selection: The 
highest player selects one warehouse and one 
factory site from anywhere on the board, and 
places one of his overseer and manager counters 
on them, respectively. The second highest player 

follows likewise, and so on until all players have 
selected a warehouse and factory. 


= Commencement of Play: After set-up, begin 


play with the Collusion phase. 
Tournament Length: Five years. 
Shipping: Ships do operate in the first year. 


Bribes and Diplomacy: Bribes may be given at 
any time. Diplomacy must be open. There can be 
no "secret deals". 


Muggers: Still cost $30,000 but if successful the 
hiring player receives half the take (rounding up) 
and the remainder goes to the owner of the 
Temple of the Jade Buddha. ean! is gained if 
unsuccessful. 


Passport Cost: $20,000 per player. A player - 
: may choose to roll for a free passport at the 


International Consulates, and run the risk of 
ending up in Old Chinatown. 


Winner: of each game is still the escaped player 


who has the largest international bank account. A . 


player may win with no money, provided he or she 
alone has escaped. In case of ties, the winner 
between those sharing the highest money score is 
the one who escaped first. Cash in hand is 
useless for the purposes of determining winners. 


Once escaped a player cannot participate in the : 


remaining action in any way - including bribes. In 
particular, remaining cash in hand cannot be used 
for assassins or lent to other players - do so before 
you get out. 


„Each round of the tournament will consist of a 


number of preliminary sessions and one final 
session. The top 12 or 18 players from the 
preliminary sessions will play off in the final. The 
top 12 or 18 players will be determined by ranking 
the bank accounts of all escaped players. So a 
good second or third place may still get you into 
the finals. The tournament organizers may 
automatically seed winners of previous rounds into 
the finals. 
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Gamer's Guide: 
Classified 


The Gamer's Guide: Clas- 
sified is a service we provide our 
readers. As you might expect with 
ads of this kind, "let the buyer 
beware." This magazine makes no 
guarantees to any seller's claim, 
nor is responsible or liable for 
such. You're on your own. 

Each ad is allowed 30 words 
of text plus a name, address and 
Is numbers (home, indicated 

y an H-; and work, indicated by a 
W-) and runs for three consec- 
utive issues (or, for Conventions, 
until the convention begins, 
whichever comes first!). 

There are 8 categories in 
which you may place your own ad: 
Opponents Wanted, $1; Buy, Sell, 
Trade, $2; Game Clubs, $4; 
Conventions, $0; Publications, $8; 
Play-by-mail, $8; Retail, $8; and 
Wholesale, $8. The costs for run- 
ning different types of ads are as 
indicated. 

All ads should be sent, along 
with checks or money orders made 
payable to: 


BATTLEPLAN 

Dept: GGC 

P.O. Box 8399 

Long Beach, CA 90808 


Opponents Wanted 


Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. Other eras, too. 

Rolf Kirby 

15 San Mateo Rd. 

Berkeley, CA 94707 

H-(415) 526-2771 


Circle Reader Service #18 


Where do great Armchair 
Generals turn before battle? 


IRE g 
OVEMENT 


Why to FIRE & MOVEMENT magazine, of 
course! FIRE & MOVEMENT the independent, 
professional forum of conflict simulation, covering 
board and computer wargames with unmatched in- 
depth reviews. F&M has been voted the best 
professional magazine in the hobby for an unpre- 
cedented six ofits ten years in existence! 

Published bi-monthly, each issue 1s 64 pages of 
the highest quality wargame review journalism 
available anywhere. F&M also produces special 
editions, annual reports, plus an incisive look at 
wargaming trends and issues, the hobby’s future. 

Sample issues are $4.00 each. A 3-issue trial 
subscription is $10.00, and a full one year, 6-issue 
subscription is only $20.00. 


Canadian addresses must add an additional Corpa issue for 
postage and handling. Overseas addresses must add $1 

surface. mail postage. All payments should be made in U.S. 
funds and drawn on a U.S. back, and made payable to: DTI, P.O. 
Box 8399, Dept. 3, Long Beach, CA 90808. Customers may call 
(213) 420-3675 and order by using their MasterCard or Visa. 


Looking for Air Force (AH) or (BL) FTF 
layers in the LA area plus Dawn Patrol or 
ings. Also interested in learning Up Front. 
Cory Wells 
P.O. Box 82 
Malibu, CA 92065 


Wanted-FTF or PBM opponents for most AH, 
SPI, TSR, 3W, West End Games, especially 
WWI, Civil War, Napolionics and Modern. 

John W. Leggat III 

1222 Calle Las Trancas 

Thousand Oaks, CA 91360 


Buy/Sell/Trade 


For Sale: Victory's Civil War, Vietnam, 
Korea, $15; AH's Flattop, Squad Leader, 
Firefight, $15; AH's Gettysburg (new), 
Fortress Europa, 3rd Reich, $10. 

Ben Harb 

10341 Lassen 

Los Alamitos, CA 90720 


For Sale: Lizard's coil in massive silver and 
tourmaline belt buckle $675. ` 

Gloria Massey 

5580 La Jolla Blvd. Suite 439 

La Jolla, CA 92037 

(619) 436-3865 


For Sale: Boardgames, all in very good 
condition. Many old and out of print. 
Wanted: computer games for C64. 

Richard L, Skimming 

Rt#1 Box 159E 

Chattaroy, WA 99003 


Wanted: American Civil War games, Naval 
wargames of any periond, Quarterdeck, 
Yaquinto, Simulations Canada, and 
Stratomatic games. Send offers to: 
Jeff Wilson 

1929 Coronado Dr. 
Riviera, AZ 86442 
H-(602) 758-4584 


Wanted: Old, out of print, or unusual 
wargames. Very interested in Revolutionary 
War, WWI (esp. air combat), and Carrier 
warfare games, Send description and price 
asking. 

Kip Kohlman 

201 18th St. N.W. 

Minot, ND 5870 


.25 for 


For Sale; Punched: Strategy One, USN, 
Winter War, Battle for Germany, Battleline's 
Wooden Ships and Iron Men, U-Boat, Army of 
the Patomac and Tennessee, and Trieme. 
Mint: Shenandoah, Revolt in the East, 
Tannenburg, Hasting's 1066, Air Assault on 
Crete, and Ironbottom Sound. 

Jeff Wilson 

1929 Coronado Dr. 

Riviera, AZ 86442 

H-(602) 758-4584 


NEW GAMES FOR OLD 
With your Buy/Sell/Trade listing 


in the Classified Ads! 


Used game collection for sale. SPI flat boxes, 
SPI magazine games (without mags), old 


GDW & Rand games, etc. Send SASE for list: 
Rick's Used Games 
clo Rick Loomis 
P.O. Box 1467 
Scottsdale, AZ 85252 
W-(602) 945-6917 


Put yourself in action! Combat Quandry 
Cards puts your tactical knowledge on the 
line, 15 story/puzzle cards, 8-1/2 x 11 each 
with solutions. WWII-All theatres. Set - $6.00 
Take The Test! 

Flaktower 

Dept. "B" 

R1 Box 1656 

Grayling, MI 49738 


Buy, sell, trade: boardgames, new or used; 
15mm miniatures, painted or unpainted; call 
or write. I will negotiate almost anything. 

Norris Hazelton 

19004 53rd Ave. N.E. 

Seattle, WA 98155 

H-(206) 361-2697 


MUST SELL: Large collection of boardgames, 
modules and magazines. Many unpunched, 
wholesale prices. Includes AH, GDW, FASA, 
TSR, SPI, 3W, WEG, F&M, Dragon, 
Wargamers Digest. Send large SASE. 

Robb Wilson 

1001 Luxor 

Corpus Christi, TX 78412 


For sale: Many SPI and non-SPI games, both . 


old and new. All in very good condition. 
Prompt reply assured. Send a large SASE for 
ist. 

Lim Hambacher 

4758 E. 26th ST 

Tucson, AZ 85711 

H-(602) 790-5993 


For Sale: S&Ts, Wargamers (with and 
without games), the General, etc. Wargames, 
new and out of print by SPI, GDW, AH, VG, 
Yaquinto, etc. Mint and punched, Send SASE. 

RickHerrick 

5425 S. Osage 

Wichita, KS 67217 

H-(316) 522-5587 


Game Clubs 


Santa Fe Springs Gamers Association, All 
types of BG's and RPG's. All ages. New 
members welcome! Tues/Thurs 5-9pm, 
Saturdays 9am-5pm. Town Center Hall, 
11740 E. ui Rd, Santa Fe Springs, CA 
or call (213) 863-4896 during club hours. 


Las Vegas Hexagon Society invites all 
WARGAMERS to join the fun! All types are 
played! Sessions meet bi-weekly, Saturday, 
10am to 6pm. Call evenings for info. 

James McCormick 

1450 Harmon Ave 224C 

Las Vegas, NV 89119 

H-(702) 794-3523 


pou——— — — mm A | 


COME OUT OF THE 
| GAMECLOSET | 
List your club here! 


Miami Gaming Club seeking new members. 
All types of boardgames played. We meet once 
e 


a week from 7-lipm, Thurs, or Fri.at 7200 
S.W. 7th St., Miami. Call for more info: 

Rex: 264-9752 

Steve: 271-5418 
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Conventions 


ORIGINS WEST at the L.A. Airport Hyatt 
hotel, Feb. 12-15th, 1988. Pre-register for onl 
$20 by. Jan. 31st, 1988. 72 ‘round the cloc 
hours of board, role-playing, miniatura and 
computer gaming. For more information 
write: 

Diverse Talents, Inc. 

Dept. Origins West 

PO. Box 8399 

Long Beach, CA 90808 

or cal! (213) 420-3675 


UMF-CON offers role-playing/wargaming 
March 13th. We plan a line murder mystery 
and seminar from Barry Longyear, author 
movie ENEMY MINE. $5 admission; $2/game. 
For more info, write: 

Table Gaming Club 

c/o Student Life Office 

Student Center 

5 South Street 

Farmington, ME 04938 


Your Publication 


Gets Discovered 
With a Classified Listing! 


Publications 


Fire & Movement is the independent forum |. 
of board and computer wargaming. The 
leading professional magazine of the hobby is 
now in its 10th year. Published bi-monthly, 6 : 
issues are only $20.00. For more information 
or to subscribe write to: : 

Fire & Movement 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


BREAKOUT! is the Australian gaming 
quarterly which covers all aspects of the hobby 
(board, role-playing, miniatures, computers ` 
and play-by-mail) in all the historical, fantasy | 
and science-fiction onse Subscriptions are 
$12.00 for 4 issues, For more information or to 
subscribe write to: 

BREAKOUT! 

P.O. Box 8398 : 

Long Beach, CA 90808 

. or call (213) 420-3675 


A First Class Chance | 
to find new PBM, |. 
| customers by listing here. | 


Play-by-mail | 


Emprise Game Systems 
WARP FORCE EMPIRES with CorGaSyl. All 
the traditional adventures of play-by-mail 
without the usual drawbacks. Write for free 
additional information or send $4 for info plus 
rulebook. Member: GAMA, PBMA 

pope Game Systems 

P. Ó. Box 9078-S/CM 

Van Nuys, CA 91409 


Adventures By Mail 
Get a free starter package and 2 free turns in a 
mjor PBM gmae. No strings attached. Try it 
out before paying. Write to: 

It's a Crime 

P. O. Box 436 

Cohoes, NY 12047 


Retail 


British Isles, Earth, Grand European, Moon. 
"FOUR" VARIANT RISK GAMES. 
All cards, Maps, Rules ONLY $10U.S. 
Cash, Cheque, Money Order to 

John K. Biehl 

4108-2040 York Ave 

Vancouver, B.C. 

Canada V6J 1E7 

H-(604) 732-3568 
SATISFACTION GUARANTEED or Money 
Back. Believe this! Believe it! 


The Gamer's Guide Classified: 


Your guide to better gaming! 
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Game Designer's Guidelines for 

BATTLEPLAN magazine 
BATTLEPLAN publishes small, *mini- 

wargames" on occasion. While the designer is 

free to chose a "hot topic," the phyiscal format 

for the published game must be able to meet 

the publishing criteria below: 

> Map size, 11".x 17" maximum, although 

smaller maps are not only permisable but 

preferred. 

Rules, no more than 3,000 words, if 

possible. Low complexity levels preferred! 

7 Counters, up to you. They can be full color, 

if needed (avoid back-printing), on cut-out 

cardstock inserts (so don't have a lot of 

stacking, either, if you can help it!). 

7 Charts & Tables, don't go overboard. 


Begin by submitting a one page game - 


proposalto: BP Games Editor, P.O. Box 8399, 
Long Beach,.CA 90808. In it, describe 
generally the game you wish to design. 
Mention the topic, scale, complexity, and the 
number or counters, charts and tables that 
will probably be needed to make the game. 

If the proposal is accepted for 
development, you will receive a 'go ahead' on 
it, plus our standard "Poor and Obscure" 
contract (you didn't think you'd get "Rich and 
Famous" designing little wargames did 
you?). The pay scale varies, but it is around 
$130.00 per game design, plus a royalty if we 
ever publish it seperately as a boxed game 
(don't hold your breath). You'll owe us two 
playtest copies of the game, plus a historical 
background article as well as designer's 
notes. We'll owe you the money, your name in 
the credits, and five copies of the game 

. (presumably for your mother). 


„Return With Article Submissions for 
BATTLEPLAN magazine 

AGREEMENT 

| This agreement between BATTLE- 
PLAN magazine, a division of Diverse 
Talents, Inc., with its address at 5374 
kama "Road in Long Beach, CA 90808, 
and: 


Print your name here 
(hereafter known as Author) of: 


| Insert title of article submitted 
(hereafter known as Wor 


WITN ESSETH 

1. The Author affirms that no portion of the Work has 
been previously published, except for citations of - 
portions of the work indicated to be such with dua 
attribution. 

2. The Author affirms that no portion of this Work is 
concurrently submitted for consideration for publication 
elsewhere. 

3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensated upon such publication at the most recently 
published honorarium rate. 

4. Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, titla and interest in the Work to BATTLEPLAN 
„magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. # 
Author’s Address: 


City: 


Writer’s Guidelines for 
BATTLEPLAN magazine 


' We are always looking for new contribu- 
tors, many of whom come from the ranks of 


‘our readers. Often our readers write their 


very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may writé on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articles on any 
type of historical, political or military adven- 


ture gaming product, particularly new: 


releases (for current reviews). Variants and 
scenarios to both new releases and old 
favorites are particularly desired , however, 
they should be more of the "play-tested" 
variety and less "experimental" in terms of 
deyelopment and gamebalance. 

Manuscripts should be typewritten or 
computer printed with a dark ribbon on white 
paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 

Game and product reviews should be 500 
to 850 words in length, presented in a brief, 
capsulized format (see the adjoining review 
format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 
from 350 to 1600 words are particularly 
welcome, as are full blown scenarios and 
"mega-variants" (with cardstock compon- 
ents). Note that a "word" is defined as five 
letters plus a space, or six characters. Longer 


articles are still welcome, but shorter articles ` 


are best to start with and easier for us to 
publish. 

Submissions will not be returned to 
writers, so only send us copies of your work, 
not originals. A cover sheet should be inclu- 
ded with all submissions and contain the 
author's name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer's agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler's Modern English Usage, Strunk 
and White's Elements of Style, and Webster's 
New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine. In 
submitting an article, the author affirms that 
none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.5¢ per word 
upon publication. All submissions should be 
sent to: Editor, Pete Flahive, P.O. Box 8399, 
Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal response. 

Some review copies of certain games are 


available at the office for established game 


reviewers. If you would like to write for 
ownership of tbe review copy as well as 
payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The Editor controls the writing 
assignments, with the assistance of the 
various magazine Department Editors. 
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Veteran Writer's Guidelines for 
BATTLEPLAN magazine 

If you already have some experience 
writing for gaming magazines, here is a more 
detailed description of the different types of 
features found in BATTLEPLAN. 


GAME REPLAYS: 

This is a basic analysis of a game (or 
game turn) described by being actually played 
out. lt is a nuts-and-bolts look at the 
mechanics of the game's operations, as well as 
strategies and tactics, as described through 
the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right 
for a short Game Replay, although longer 
pieces like those used in The General will be 
considered as well. Naturally, detailed 
examples of play, indicating specific board 
spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely 
constitute this type of analysis article. A 
reader must really have felt like he has read 
a good, solid "test drive" ofthe game. 


COMMANDER'S NOTEBOOKS: 

In addition to Game Replays, we are 
interested in what we call the Commander's 
Notebook, or other ‘how to play’ articles. 
These discuss game strategies, tactics, rules 
subtleties, tricks, etc. The best of these type of 
analyses cover not only what is best/optimum 
play, but also show why the suggested 
strategies and tactics are best by examining 
alternative approaches to the game. In other 
words, they are true analyses. This type of 
article requires exhaustive playtesting, but is 
often the most rewarding. 


VARIANTS: 

While virtually any suggested change to 
a game is a variant for it, we are more 
interested in brief, intelligent variants. 
These might be of the Quick and Dirty 
variety (1/2 - 1 1/2 ms. pages), which are just a 
few sentences or paragraphs suggesting an 
optional rule or changes to, existing rules. 
Alternately, they might be more comprehen- 
sive revisions of already existing popular 
wargames running from 3-7 ms. pages or 
more. 


SCENARIOS: 

Scenarios are complete 'games within 
games. They usually consist of listing 
alternate orders of battle and victory 
conditions. Occasionally, an odd chart or 
table is required to round out the components 
for a standard game Scenario article. Length 
may vary, but should be about 3-7 ms pages. 


MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described 
above, except that they often require 
additional game components be created by 
the magazine such as counters, maps, charts 
and tables, game cards, etc. There's is no 
telling on the length, but the components 
must conform to the physical production 
limitations description as previously 
described under Game Design for BATTLE- 
PLAN. 


People Read Small Ads. 
You Just Did! 


Try an ad in the Gamer's Guide 
. Clasified section today. 


BATTLEPLAN 
Feedback Questions 


Issue £5 January / February 1988 
How to use the Feedback Response Card: 
After you've finished reading this issue of 
Battleplan, please read the Feedback 
questions below, and give us your answers by 
writing the answer-numbers on the card in 
the response boxes which correspond to each 
questions number. The response card is to 
your right, on the bottom corner. 


Please be sure to answer all questions (but do 
not write anything in the box for question- 
numbers labeled "no question"). Your 
answers will help steer Fire & Movement and 
Battleplan magazines, which will, in turn, 
help steer the hobby. 


What the numbers mean: When answering 
questions, "0" or a dash "-” always means NO 
OPINION or NOT APPLICABLE. When a 
question requires a "yes or no" answer, "1" 
means YES and "2" means NO. When the 
question is a rating question, "1" isthe 
WORST rating, "9" is the BEST rating, "5" is 
an. AVERAGE rating, and all numbers in 
between express various shades of approval or 
disapproval. 


The following questions ask you to rate the 
articles in this issue [1 — poor; 9 —excellent; 
0 — no opinion]. Be sure to rate the article, not 
the game, book or product reviewed! 


1. Editorial 

2. Two New Squad Leader Scenarios 
3. Russian Campaign II strategies 

4. Assault on Singapore scenarios 

5. Top Gun in the Med campaigns 

6. Victory in Europe scenarios 

7. Added Fuel to A World in Flames 
8. Dance of the Vampires 

9. Remember the Maine strategies 
10. Guns of August mega-variant 

11. Rodger MacGowan interview 

12. Deul in the Desert/N. Africa Campng 
13. Last Panzer Victory errata 

14. More Panzer Victories 

15. Historical Research - Why & How 
16. Gamer's Güide Classifieds 

17. Feedback Forum 

18. Issue Overall 


19. Was this issue better than the last one? 


20. Assume that you don't subscribe to 
Battleplan. Would the quality of this issue 


21. Did you send in the feedback card for your 
last issue of Battleplan? | 


22. Since last issue, how much of your 
wargaming is done on a computer? 1 =none; 
2 — very little; ...5= half; ...9=all. 


23. Since last issue, how much of your 
wargaming is played solitaire? 1 = none; 
2 — very little; ...5 = half; ...9— all. 


24. No question. 


The following questions concern current 
wargaming hobby trends and issues. 


` 25. Are you currently a subscriber to The 


Wargamer? 
26. No question. 


Rate the following proposed Battleplan mini- 
wargames on a 1 to 9 scale, with 1,2,or 3 little 
interest in seeing the game; 4, 5, or 6 
indicating some interest in seeing the game; 
and 7,8,or 9 indicating considerable interest 


in seeing the game produced as a mini- 
wargame in a future issue of Battleplan. 


27. Surrender in Italy. An operational game of 
the final days in April of 1945 in Northern 
Italy. Six kilometers per hex, commandoes, 
marines, tiger tanks, paratroops, 
entrenchments, air, artillery, lots of 
nationalities in regiment/battalion size. 


28. Beirut: 82, The I.D.F. and their relucant 
Phalange allies vs. the P.L.O. and Syria. 
Victory would recreate the politics of the 
siege. Battalion units, dummy counters and 
Special "terrorist" units. Unlike most two- 


player games, diplomacy is possible! 


29. Intercept One. An engrossing card game of 
moder air to air combat. Playable in 20 - 25 
minutes with a lot of replay value. Moderate 
complexity, easily updated in future issued of 
Battleplan. 


30-32 No Question. 


The results of the following questions comprise 
the statistics in the Fire & Movement Games 
Rating Chart. After each game title there are 
six questions lettered “A” through “F”. 

Unless otherwise noted, these questions are 
answered with a "1" (poor) through "9" 
(excellent) rating. 


Question A- What did you think of the game's 
play balance and "excitement level" (was it 
challenging and interesting for both sides)? In 
effect, how was it as a game? 


Question B- What did you think of the game's 
perceived realism (does it "feel" historically 
accurate)? In effect, how was it as an historical 
simulation? 


Question C- What did you think of the quality 
and "completeness" of the game's rules (was 
everything thoroughly explained, including 
examples and illustrations)? 


Question D- What did you think of the 
physical quality of the game's components 
(map, box, counter, art & illustrations, rules 
book, and/or CRT screen displays for 
computer games)? 


Question E- What did you think ofthe game 
overall, both as a game and as an historical 
simulation on a given topic and scale as well 
as the physical product quality? The single 
value at which you rate this must be 
considered as a synthesis of these elements, 
and the game's success at merging them. 


Question F- How would your rate the Solitaire 
` Playability of the game on a 1 =none to 

9 = perfectly suitable for solitaire play scale. 

This number represents the ease of getting the 

maximum amount of the enjoyment and 

learning from the game systems through 

solitaire play. 


Question G- Did you receive your money's 
worth for the game? (1 = Yes; 2= No). 


If your have not played these games, or have 
not played them enough to be able to accurately 
evaluate them, simply place 0’s or dashes ( - ) 
in all the boxes. 


Guns of August (AH) 
33. À (as a game) 

34. B (as a simulation) 
85. C (the rules) 

36. D (the graphics) 
37. E (overall) 

88. F (solitaire) 

39. G (money's worth) 
40. No question 


Assault on Singapore (S&T) 
41. A (as a game) 

42. B (as a simulation) 

43. C (the rules) 

44. D (the graphics) 

45. E (overall) 

46. F (solitaire) 

47. G (money's worth) 

48. No question 


Top Gun (FASA) 

49. A (as a game) - 
50. B (as a simulation) 
51. C (the rules) 

52. D (the graphics) 
53. E (overall) 

54. F (solitaire) 

55. G (money's worth) 
56. No question 


Victory in Europe (Omega) 
57. A (as a game) 

58. B (as a simulation) 

59. C (the rules) 

60. D (the graphics) 

61. E (overall) 

62. F (solitaire) 

63. G (money's worth) 

64. No question 


2nd Fleet (Victory) 
65. A (as a game) 

66. B (as a simulation) 
67. C (the rules) 

68. D (the graphics) 
69. E (overall) 

70. F (solitaire) 

71. G (money's worth) 
72. No question 


Arctic Front (GDW) 
73. A (as a game) 

74. B (as a simulation) 
75. C (the rules) 

76. D (the graphics) 
17. E (overall) 

78. F (solitaire) 

79. G (money's worth) 
80. No question 


“Deul in the Desert (The 
Wargamer) ` 

81. A (as a game) 

82. B (as a simulation) 

83. C (the rules) 

84. D (the graphics) 

85. E (overall) 

86. F (solitaire) 

87. G (money's worth) 

88. No question 


Last Panzer Victory (West 
End Games) 

89. À (as a game) 

90. B (as a simulation) 

91. C (the rules) 

92. D (the graphics) 

93, E (overall) 

94. F (solitaire) 

95. G (money's worth) 

96. No question 


Campaign for North Africa 
(SPI) 

97. A (as a game) 

98. B (as a simulation) 

99. C (the rules) 

100. D (the graphics) 

101. E (overall) 

102. F (solitaire) 

103. G (money's worth) 

104, No question 


Dunkirk 1840 (The 
Wargamer) 

105. A (as a game) 

106. B (as a simulation) 
107. C (the rules) 

108. D (the graphics) 
109. E (overall) 

110. F (solitaire) 

111. G (money's worth) 


112. No question 


Team Yankee (GDW) 
113. A (as a game) 

114. B (as a simulation) 
115. C (the rules) 

116. D (the graphics) 
117. E (overall) 

118. F (solitaire) 


:119. G (money's worth) 
. 120. No question 


Raid on St. Nazire (AH) 
121. A (as a game) 
122. B (as a simulation) 


* 123, C (the rules) 
` 124. D (the graphics) 


125. E (overall) 

126. F (solitaire) 

127. G (money's worth) 
128. No question 


Patton's Best (Avalon Hill) 
129. A (as a game) 

130. B (as a simulation) 

181. C (the rules) 

132. D (the graphics) 

183. E (overall) 

134. F (solitaire) 

185. G (money's worth) 

136. No question 


Kanev (S&T) 

137. A (as a game) 

138. B (as a simulation) 
189. C (the rules) 

140. D (the graphics) 


" 141. E (overall) 


142. F (solitaire) 
143. G (money's worth) 
144. No question 


War and Peace (Avalon 
Hill 

145. A (as a game) 

146. B (as a simulation) 
147. C (the rules) 

148. D (the graphics) 
149. E (overall) 

150. F (solitaire) 

151. G (money's worth) 
152. No question 


Third Reich 4th Ed. (Avalon 
Hill) 

154. A (as a game) 

154. B (as a simulation) 


. 155. C (the rules) 


156. D (the graphics) 
187. E (overall) 

158. F (solitaire) | 
159. G (money's worth) 
160. No question 


Onslaught (SPI) 

161. A (as a game) 

162. B (as a simulation) 
163. C (the rules) 

164. D (the graphics) 
165. E (overall) 

166. F (solitaire) 

167. G (money's worth) 
168. No question 


Blue Powdwe Grey Smoke 
(Garde Games) 

169. A (as a game) 

170. B (as a simulation) 

171. C (the rules) 

172. D (the graphics) 

173. E (overall) 

174. F (solitaire) 

175. G (money's worth) 

176. No question 


The Fire & Movement Independent Games Rating Chart 


Statistical Reviews 


The Fire & Movement Independent Games Rating Chart began accumulating and publishing data in April of 1987. The top 60 wargames of 
all epochs, scales and types appear combined herein, in order of the highest rating in the Overall catagory. Games not appearing on this chart 
would be for reasons of age (most pre-April 1987 wargames), availability (out-of-print and hard-to-find games) and, of course, low ratings. 


Pub- Re- Com- Game Asa Rules Yes, 


i z lease pilex- Subject Asa Simu- Qual. Gra- Over- got$'s 
ud Game Title lisher Year Cost i Scale Epoch Type Type Game lation ity phics all worth 


1 Destroyer Captain QDG 1982$19 M Tac WWII Sea HBW 8.00 7.57 7.43 7.00 7.86 * 
Paratrooper (ASL) AH 1986 $15 H Tac WWII Land HBW 7.86 7.00 7.29 8.57 7.86 * 
3 Royal Nav QDG 1984 $20 M Tac WWII Sea HBW 7.77 7.54 7.23 7.15 7.77 100% 
4 Dunkirk 1940 3W 1987 $9 L Opr WWII Land HBW 8.14 7.29 7.29 8.00 7.71  * 
5 Korean War VG 1986 $24 M Opr Korea Land HBW 7.26 7.38 7.65 7.97 7.68 88% 
6 EmpiresinArms AH 1986 $35 H Str Napol L/Pol HBW 7.84 7.24 6.87 7.51 7.67 96% 
Storm Over Arnhem AH 1982 $16 L-M Tac WWII Land HBW 8.56 6.22 8.44 8.67 7.67  * 
8 Silent Service MP 1986 $35 M Tac WWII Sea HCW 7.63 7.00 7.33 7.50 7.65 94% 
9 RAF WEG 1986 $20 M Str WWII Air HBW 7.94 6.68 7.56 7.65 7.59 97% 
0 The Civil War VG 1983$18 M Str ACW Land HBW 7.67 7.83 7.42 7.96 7.58 96% 
AceofAces Nova 1980 $20 LL Tac  WWI Air HDW 8.17 6.58 7.50 7.33 7.58 92% 
Air & Armor WEG 1986 $22 M-F Opr Modern A/L HBW 7.42 7.25 6.67 7.42 7.58 100% 
13 World in Flames ADG 1985 $45 F-H Str WWII LSA HBW 7.48 6.95 6.48 7.43 7.57 90% 
14 Advanced Squad Leader AH 1985 $45 H Tac WWII Land HBW 7.22 7.00 7.67 8.56 7.44 67% 
Wooden Ships& I. M. AH 1975 $14 M Tac Napl Sea HBW 7.38 7.06 7.16 6.81 7.44 100% 


16 Gettysburg: Turning Pt. SSI 1986 $60 L-F Opr ACW Land HCW 7.60 6.87 7.07 7.00 7.33 93% 
17 Warin Europe SPI 1976 $50 M-F Opr WWII Land HBW 7.86 6.29 5.86 6.14 7.29  * 
18 Crescendo of Doom AH 1980 $18 H Tac WWII Land HBW 7.31 7.19 6.81 7.94 7.25 94% 
19 Squad Leader AH 1977 $20 M-F Tac WWII Land HBW 7.70 6.88 6.60 8.00 7.24 96% 
20 Fredrick the Great AH 1983 $12 M Str Pre-Nap Land HBW 6.89 7.44 7.22 6.56 7.11 89% 
21 Diplomacy AH 1976 $17 I Str WWI Land HBG 7.70 4.50 6.90 6.80 7.10 90% 
obra TSR 1984$20 M Opr WWII Land HBW 7.40 6.90 6.60 6.60 7.10 100% 
23 A House Divided GDW 1981 $12 1 Str ACW Land HBW 8.13 5.33 7.29 6.50 7.08 96% 
24 AirCav WEG 1985 $20 M Tac Modern L/A HBW 7.11 6.68 6.68 6.79 7.05 84% 


Caesar/Alesia AH 1976 $14 L-M Opr Ancient Land HBW 7.62 6.62 6.81 6.57 7.05 90% 


26 Nap Last Battles Quad TSR 1985 $20 L Opr Napol Land HBW 7.24 6.47 7.18 6.94 7.00 100% 
Patton Goesto War S&T 1987 $8 M Opr WWII Land HBW 7.09 6.45 6.00 7.82 7.00 10096 
AirLand Battle Omega 1986 $30 F Opr Modern A/L HBW 7.14 7.86 6.86 5.57 7.00 
29 Terrible S. Sword 2ed TSR 1986 $35 F Tac ACW Land HBW 6.98 7.20 6.68 5.85 6.98 90% 
30 The Russian Campaign AH 1976 $14 L Str WWII Land HBW 7.50 6.18 6.95 6.45 6.93 93% 
31 Dauntless AH 1981 $16 M Tac WWII Air HBW 7.06 7.25 6.56 6.38 6.88 100% Solitaire Squad Level WWII Combat 
32 Rommelin the Desert CGI 1984 $19 L-M Opr WWII Land HBW 7.93 6.07 6.57 7.00 6.86 79% 
33 Flight Leader AH 1986 $26 M Tac Modern Air HBW 7.03 6.35 6.39 7.29 6.77 TT% 
34 BattleFront SSG 1986 $40 M Opr WWII Land HCW 7.48 6.30 6.39 6.96 6.74 87% 
Assault GDW 1983 $16 M Tac Modern Land HBW 6.58 6.58 6.32 6.79 6.74 79% 
36 Remember the Maine S&T 1986 $8 M Tac 19thC. L/S HBW_ 7.00 7.43 6.86 6.43 6.71] * 
37 Victory inthe Pacific AH 1977$14 L Str WWII Sea HBW 6.94 4.44 6.44 5.81 6.69 100% 
38 Axis& Allies MB 1984$35 L Str WWII LAS HBW 7.41 3.27 6.77 7.68 6.64 86% 
Wellington’s Victory TSR 1984 $31 M-F Tac Napol Land HBW 6.64 7.18 6.64 7.18 6.64 91% 
40 St. Lo WEG 1986 $17 M Opr WWII Land HBW 6.17 7.13 7.26 6.87 6.48 87% 
41 Third Reich AH 1974 $18 H Str WWII LAS HBW 7.27 6.09 5.64 6.36 6.45 91% 
42 Fortress America MB 1986 $35 L Str Future UA FBW 6.75 3.83 6.92 8.17 6.42 75% 
43 Midway AH 1964$14 L Opr WWII A/S HBW 6.77 5.62 7.15 5.85 6.31 85% 
44 Battle For Moscow GDW 1986 $0 I Str WWII Land HBW 6.80 5.40 7.40 6.20 6.20 100% 
45 Supreamac SG 1984 $35 LL Str Modern L/S HFW 6.77 3.92 6.08 6.85 6.15 62% 
46 PanzerArmee Afrika AH 1982 $16 M Opr WWII Land HBW 6.33 5.87 6.13 5.07 6.13 13% 
47 PanzerBlit AH 1970 $18 L-M Tac WWII Land HBW 7.08 5.00 6.69 6.54 6.08 92% 
49 WaratSea AH 1976 $10 I Sr WWII Sea HBW 7.04 3.36 6.76 6.40 6.00 88% 
Afrika Korps AH 1964 $14 L Opr WWII Land HBW 5.54 4.54 7.31 5.46 6.00 92% | 
Panzer Leader AH 1981 $17 L-M Str WWII Land HBW 6.64 5.45 6.64 6.45 6.00 91% 
Air Force AH 1980 $16 M Tac WWII Air HBW 6.50 6.50 6.80 5.30 6.00 90% 
WarandPeace AH 1980$16 M Str Napoli WS HBW 5.71 5.43 5.43 5.86 6.00 * 
53 Napoleon & Archduke 3W 1986 $9 M Opr Napol Land HBW 6.03 6.24 5.66 5.10 5.80 83% 
54 _ Hitler's Counterstroke TFG 1986 $10 L-M Opr WWII Land HBW 6.13 5.75 6.00 5.00 5.88 75% 
55 Risk! PB 1958 $30 I Str Napol Land HDG 7.29 2.68 6.68 5.77 5.84 94% 
56 Luftwaffe AH 1958$11 I Opr Modern Land FBW 5.67 5.67 6.00 5.73 5.67 80% 
57 Barbarossa TSR 1986 $30 F Sw WWII Land HBW 5.76 5.86 5.50 6.14 5.50 79% 
58 Stratego MB 1961 $20 I 7 19th C. Land HBW 6.25 1.75 6.71 5.36 5.43 89% 


59 Struggle for Stalingrad 3W 1985 $9 L-M Opr WWII Land HBW 5.58 4.71 4.42 4.25 5.00 6396 
Battalion Commander SSI 985 $40 I Tac WWII Land HCW 5.88 4.19 5.25 4.00 5.00 50% 


Abbreviation Key: Publisher, ADG = Australian Design Group, AH = Avalon Hill, CGI- Columbia Games, Inc., GDW — Game Designers Workshop, MB = Milton Bradley, MP=Microprose 
Software, Nova = Nova Game Designs, Omega = Omega Games, PB = Parker Rothers, PG= Panther Games, QDG = Quarterdeck Games, SQ = Supreamacy Games, SPI =- Simulations Publication, 
Inc., SSG — Strategic Studies Group, SSI = Strategic Simulations, Inc., S&T=Strategy & Tactics magazine, TFG= Task Force Games, TSR=TSR, Ine., Và — Victory Games, WEG — West, End 
Games, 3W == World Wide Wargames. Release Year = Year the game was released by its current publisher. Complexity (level of rules complexity relative to other wargames); I =Indroductory, 
L= Low, M- Moderate, F=Fairly complex, H=Highly complex; a dash indicates a varying range of complexity. Scale; STR=Strategic, OPR=Operational, TAC=Tactical. Epoch; 
Medv! = Medieval, Renn = Rennassiance, Pre-Nap = Pre-Napoleonic, Napl = Napoleonic, ACW = American Civil War, 18th C. & 19th C. — 18th and 19th Century, respectivly, WWI- Worid War 
One, WWII- World War Two. Subject Type Subject; L.— Land, A.=Air, S=Sea, E or Econ - Economic, P or Pol= Political. Game Type (a three letter code); 1st letter: H = Historical, 
F= Futuristic or Modern/hypothetical; 2nd letter: B- Board, C= Computer, R=Role-playing, P=Play-by-Mail, D=Card or other type of game; 3rd letter: W =Wargame, G=Geo-political 
simulation. The remaining catagories are rated on a 1 (poor) to 9 (excellent) scale: As a Game = play balance and "excitement level.” As a Simulation = perceived realism and historical “feel.” Rules 
Quality - quality and completeness, including examples and illustrations. Graphics = map, counter, and box art, computer screen displays, rules layout, etc. Yes, Got $'s worth = percentage 
responding that they received their money's worth with the purchase of this game, * denotes the game was rated by a survey of professional reviewers who receive free review copies. 
Overall =synthisis of game, simulation, rules and graphics quality. 


AFTER WE'VE WON 
FOUR OF THE MOST 


A WARGAME CAN WIN, | . 
WHAT CAN WE DO 
FOR AN ENCORE? 


We were understandably proud when GETTYSBURG: The 
Turning Point" won not one, but four prestigious awards: 

E Origins’ Charles Roberts Award, Best Military/ Strategy 
Computer Game. Bl Computer Gaming World's Strategy Game 
of the Year. Bi Family Computing’s Critics’ Choice Award, 
Best Strategy and Tactics Game. Bl Fire & Movement's Computer 
Wargame of the Year. 

So what can SSI do for an encore? 

Our game designers went back to the drawing board and took on 
the daunting task of making an even better game system. 

The result of all the hard work: SHILOH: Grant's Trial in the West?" 

This superb simulation includes three games to satisfy all Civil War fans. 
The Introductory Game features joystick control to make playing even easier 
for the beginner. The Intermediate and Advanced Games, with their progres- 
sively more complex rules, will challenge even the most hardcore of wargamers. 
We then lowered the price to please everyone's pocketbook. 

Refinements in the game system include the ability during play to switch 
between an overall strategic display and a super-detailed tactical map. Special 
morale rules for "green," untried troops have also been added. 

In judging our handiwork, we are convinced SHILOH will soon 
claim its own space in our 
trophy case. 

Look for all our Civil War = = 


titles at your local computer/ —— RN 
software or game store today. A SĘ 2] & 


All SSI games carry a “14-day STRATEGIC SIMULATIONS, INC. 
satisfaction or your money back” 1946 NR of Avenue 
guarantee. Write or call fora Mountain View, CA 94043 

free color catalog of our fullline. (415) 964-1353 


Our four Civil War titles for Apple, IBM, C-64/128 and Atari 8-bit computers. 


BATTLE OF 
PJ TIETAM 


$49.95 |... $59.95 $49.95 $39.95 


If there are no convenient stores near you, VISA and MC holders can order these games by 
calling toll-free 800-443-0100, x335. Or send your check to SSI. CA residents, add appli- 
cable sales tax. Please specify computer format and add $2.00 for shipping and handling. 
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WHOA HHGHO ANSSI MOVE 


The Errata Bank 


is the source for errata to in-print 
and out-of-print games. It has 
been compiled from official errata 
and magazine's errata from over 
the past 15 years! 

There is a nominal charge of 
25e per page for photocopying. 
We're always looking for errata 
donations, too! To get a free list of 
available errata, write: The Erra- 
ta Bank, P.O. Box 98, Station "D," 
Toronto, Ontario, Canada M6P 
3J5, or call: (416) 767-4425. 


WHAT PRICE 
GLORY? 


The Game Collector's . 
Guild knows... 


Classics, turkies, rarities, hard- 
to-finds, out-of-prints; we know 
what they're worth! 


For more information write: 
The Game Collector's Guild 
P.O. Box 5239 
Laurel, MD 20707 


PEOPLE DO READ 
SMALL ADS. 


YOU JUST DID! 


To place your ad call: 
(213) 467-2266 


GAMA 


The Game Manufacturer's 
Association 

The trade organization for 
game companies as well as the 
| distributors and retailers of fine 
Adventure Gaming products and 
sponsors of Origins. 

If you'd like more informa- 
tion, contact GAMA at: 3304 
Crater Lane, Plano, TX 75023 or 
call (214) 242-1516. 

Games are GAMA S$ business. 


FAST 
FACTS 
FREE! 


If you would like to know more about 
any of the games advértised or written 
about in this issue, simply use the free 
Reader Response Card on the lower 
right hand section of this page. Circle 
the numbers indicated below for each 
game on the card and send it to us today! 


Games and Accessories Circle # 
Team Yankees x. 5 GU 1 
Croissant Miniatures ............ 5 
Rolling Thunder ma more 6 


SSI Computer Civil War games 19 
Services 

The Complete Strategist .......... 6 
Hudson Hobby Games ............ 7 
The Errata Bank 5005004 0200 12 
Weekend Warrior .....:....::.0. 14 
The Gaming House ^... os 17 
Publications 

OmDAIEBFOBIS. E Wo ach ante cn oh 4 
F&M, Battleplan and 


The Beginners’ Guide to Wargaming 9 


Breakout h aha kie Go sa 11 
Canadian Wargamers Journal 13 
Fire & Movement ............... 18 
Conventions 

GAMA Trade Show 2e 8 
GAMA Regional Conventions 15 
ORECONEE ice ee 16 
Other 

Computer System: ráid uso UAE 2 
Computer Printer «11229. 222 3 


Serious wargamers take note of the 
Canadian Wargamers 
Journal 


This is a new and excellent little (8.5" 
x 7”) wargaming magazine recommended 
by the editorial staff of F&M. Each issue is 


full of reviews, variants, strategy articles 
and Canadian gaming news. A must for 
any grognard worth his salt. 

The price is $1.50 for a sample copy, or 
$9.00 for a six-issue, bi-monthly subscrip- 
tion. (US postage paid). 

Send checks to: CWG, 223 Whitehorn 
Crescent N.E., Calgary, Alberta, Canada 
TAY TET. 


Battleplan 


Gift and "Recruiter" New Subscription Bonuses! 

When you get a friend (who has not subscribed to Battleplan magazine within the 
last year) to take a subscription, or buy that friend a subscription yourself as a gift, 
we'll give you an extra free issue added to your Battleplan subscription! 

As a subscriber to Battleplan magazine, you are the right person to introduce others to this exciting 
new wargame magazine. You know the value packed into every issue of Battleplan, with it's variants, 
scenarios, mini-wargames and replays. Battleplan is also an independent magazine which covers every 
company's wargames. You know that your wargaming buddies should be sharing the new variants and 
scenarios that you are getting in every issue of Battleplan, so let's go get them! 

As a bonus, we'll extend your subscription by one issue for each friend you recruit or buy a gift 
subscription for. For example, if you recruit two friends and buy a third a gift subscription (Battleplan is 
definitely the right gift for any wargamer!), then you'd get three extra issues added on to your Battleplan 
subscription! 

Okay, the fine print is that your must be a current Battleplan subscriber yourself to receive bonus issues 
added to your subscription for recruiting or buying gift subscriptions. Furthermore, the person who is being 
recruited or receiving your gift subscription must be a truly "new" subscriber, and have not been an 
Battleplan subscriber within the past year. Finally, full payment must be enclosed for each "recruited" and 
gift subscription. This offer is only good until the publication of the next issue of Battleplan, at which time it 
may be withdrawn (by not appearing), modified or continued. 

You must use the order form on the reverse side of this card to insure that we have all of the proper 
information! 


Please enter my subscription(s) for Battleplan, Fire & Movement, Breakout, or Space Gamer / Fantasy 
Gamer as I have indicated by circling below: 


Sample Issue 3 Issues 6 Issues 12 Issues Renewal? 
e Battleplan $4.00 10.00 20.00 37.00 [Yes  []No 
e Fire & Movement $4.00 10.00 20.00 37.00 [Yes  []No 
© Breakout $3.50 9.00 18.00 30.00 [Yes  []No 
e Space Gamer / 
Fantasy Gamer $3.50 9.00 18.00 30.00 [Yes  []No 


All subscriptions begin with the next issue published. Canadian addresses must add 60g per issue for 
additional postage and handling, overseas subscriptions must add $1.25 per issue for surface mail. Payment 
must be in U.S. funds, drawn on a U.S. bank and made payable to DTI. 


Payment is by: [] check [] money order (] MasterCard [] Visa Total Enclosed: 
Name 

Address 

City State/Prov Zip/P.C. 


Credit Card number: Expiration Date: 


Signature: 


February 1988 Battleplan Expires March 31st, 1988 


To receive more information about products or services described in this issue of Battleplan, simply circle the reader response number on 
the card below and mail it to address on the reverse side. To assist you, a handy listing appears to the left of this Reader Service Card. 


Ói- 6 14 16 21 26 31 36 41 46 5156-61-66 71 76 891. 86 91- 96 
2.3.4217? .22. 22^ 32 39 42 4) 52 157 102067 72. 772.082 B7 3.297 
3-8 13 18 23 28 33 38 43 48 53 58 63 68 73 78. 83 88 93 98 
4 9 14 19 24 29 34 39 44 49 54 59 64 69 74 79 84 89 94 99 
5 -10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100 


Please cirlce the number of the single most correct response in the reader survey section below: 
|. Whatisyourage? 1. Under20 2. 20to29 3. 30to39 4. 40to49 5. 50 years old or over 
Il. Whatisyousex? 1. Male 2. Female III. Are you a current subscriber? 1. Yes 2. No 
IV. Yourannualincome? 1. $15,0000rless 2. $15-25,000 3. $25-35,000 4. $35-45,000 5. $45,000 + 
V. Your education? 1. Lessthan 13 years 2. 13years 3. 14to 17 years 4. more than 17years 
VI. How many others read this copy of Battleplan? 1 2 3 4 5 6 7 8 9 
VII. How much do you spend on games ina year? 1. lessthan $100 2. $1-300 3. $3-400 4. over $400 


VIII. Do you subscribe to Strategy & Tactics? 1. Yes 2. No 

Name 

Address 

City State/Prov Zip/PC 


Six-issue subscriptions to Battleplan magazine are $15.00 in the United States, $18.60 for Canadian and 
Mexican addresses, and $22.50 for overseas addresses. Payment must be enclosed in U.S. funds, drawn on a 
U.S. bank and made payable to DTI. The recruiter or gift giver (who must be a current Battleplan subscriber) 
i eceives a free issue of Battleplan added to his subscription for each new subscriber recruited or given a gift 
subscription. 


Recruiter / Gift Giver New Subscriber #2 
Name Name 

Address Address 

City State/Prov . City State/Prov 
Zip/PC Country Zip/PC Country 
New Subscriber #1 New Subscriber #3 
Name Name 

Address Address 

City State/Prov City State/Prov 
Zip/PC Country Zip/PC Country 

Name Place 
Address 14€ 
City State/Prov Stamp 
Zip/PC Country Here 


Diverse Talents, Inc. 
Dept. BPS 

5374 Village Road 
Long Beach, CA 90808 


No Postage 
Necessary 


If Mailed 
in the 
United States 


BUSINESS REPLY MAIL 


FIRST CLASS PERMIT # 1217 BOULDER, CO 


POSTAGE WILL BE PAID BY ADDRESSEE 


Diverse Talents, Inc. 

Attn: Reader Service Dept. 
P.O. Box 8234 

Boulder, CO 80328-8234 


Fire & Movement Update 


Issue #56 of our sister publication, 
Fire & Movement will be available 
soon. F&M is the leading wargame 
review publication and the winner of six 
Charles Roberts awards for Best Profes- 
sional Magazine. The entire hobby of 
board and computer wargaming, along 
with critical hobby issues and book 
reviews are covered in depth ina style 
that others only imitate. F&M is your 
wargame review magazine, there to help 
you make the critical buying decisions 
in your hobby. 

Issue #56will feature the first in- 
depth analysis of Central America by 
Victory Games including extensive 
designer's notes and new scenarios from . 
the designer. Profiles include: Fire 
Team, Drive on Frankfurt (Counter- 
Attack magazine #1 issue game), plus a 
photospread on GDW's Team Yankee. 

It's also the Annual Report issue 
covering 1987 (with calendar), with a 
special year (and hobby) in prospective 
theme. An interview with Charles S. 
Roberts begins F&M's 30 Years of 
Wargaming series. 

In addition, regular features include 
all the latest news in On Point, current 
affairs in military intelligence in For 
Your Eyes Only, reader feedback and 
playback, book reviews, and the F&M 
Top 60 Wargames Rating Chart. 


Fire & Movement is available from 
better game and hobby stores every- 
where, of directly from its publisher, 
Diverse Talents, Inc. Simply use the 
perforated yellow subscription postcard 
in this issue of Battleplan to order you 
subscription or sample copy. 


Fire & Movement magazine, where 
great armchair Generals, like you, 
Should turn before battle. 


There are only three 
types of wargames 


Those you'll certainly buy 
because they're on your "topic" at your 
"scale" (i.e., you may be someone who 
will by every strategic Civil War game 
you can find); 

Those you'll never play for the 
opposite reason (i.e., you would not be 
interested in an operational medieval 
naval game no matter how someone 
tried to interest you in it); 

And those you might buy. 
Perhaps it's a topic you enjoy, or an ad 
you saw looked interesting, or a friend 
recommended it. In any case, you'll 
want to read the reviews. Therefore, 
you'll want to read Fire & Movement 
magazine. Get your own copy today! 


Complete 
and return 
your 
Feedback 
card today! 


Back issues are 
available only while 
they last! 
Order yours today!! 


Name Place 
Address 144 
City State/Prov Stamp 
Zip/PC Country Here 
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